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1 introduction 


COMES MTTH T 


I introduction 


.. , . j r, I, 

Ihnrdv after the end of the Napoleonic wars, the battlefield entered a penod of tec - 

and lances remained the arms of decision. 
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as the Spanish American War (1898). 
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and rapid fire a^tilleiy in y nf the twentieth troops went into 

Throughout the nineteenth century, and into the eai grandfathers. Tactical 

..hat ur/or—that wouldha.^ 

doctrine changed much more s owyr ^ learned from these ter- 

blood baths o/the Russo Japanese Wa and U o, d Wa 
rible conflicts eventually led to development of truly mode, tactics, g g 
battlefield. But that is the subject of another game.... 
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'orcei. Ger c- 



Campaigns 

- .lampaigr. '.i a - 

^onflici or a sor.-.- 

r.duded m Ac- •’- 

What is a Unit? 

Each icon ' 

rues, regimercs. 
■game pieces, -c.- 

and equipmer: 

considerable 

have more mar. - - 
.\n imponan: - 

upon the weap'’"' 

of the troops 'r*:^ ‘ 
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WHATCOMESWITHTHISGAME 2 


gIl Sspo-conic wars, the battlefield entered a penc-d -t J 
j :..\L. < raitcrn of modern warfare. Prior to this, mes: ij 
V, and smoothbore muskets. These musr.r.s J 
-s‘urn-’v. A'r weapons. In some ways, these weapons 

u-^-.ard increasing the reach of troops in hand-t.-'-'-.ji^ 
vu-J .<0 poor that the practical effect was to extend ( 

-^-d tight. Rates office were low and effective ra':sei-\ 
r.. : re baiilcjicld was still mled by shock action — ba'. 
decision. 

-li <:.irduj-d anns diinng the 18m. This had a drania:^ 
r*:::: s::i: suffered from low rates of fire, they extended ihr , 

C- 5 C rr.c enemy so greatly that for the first time the vaLc .f 
y:ss. E-.er suvidard field artillery of the day could be brouek. 
r-cj:r.c range was similar to that of the individual sold. 

:n :he development of extended range, rifled artillen m 
: beyond the range of small arms. Well trained or higrd^ 

into attach columns and ordered to charge enemy p: 
ebxss .inely w be able to press a charge home. By the 185 
'V relied upon for decisive shock action. 

i becan :n [he late 1860’s with the general introduction of rap-. 

European cavahy could still successfully : 

[- b^.. n.y at a vciy high cost. Smoothbore artillery became u _ 

i '•-c eoumatic success of the Prussian “needle gun” in campcD^ 
.o^ed all major powers to develop similar weapons. B'. 

2870'. the European battlefield was a very lethal 
c^repe, the deployment of rapid fire rifles proceeded at a sic 
aimed with single shot black powder rifles as 1 

x :he rifle dominated the battlefield for about 20 yea) 

• cr, ^er:-.r.ued to evolve, and with the deployment of machine gu 
.^^7 5, crew served weapons began to eclipse the rifle, 
and into the early years of the twentieth, troops went into 
been familiar to their fathers and grandfathers. Tactical 
X :han the technology of military hardware, resulting in the 
A ar and World War 1. The lessons learned from these ter- 
-f - -y-'Topment of truly modern tactics, giving rise to today’s 
ity:.: r co:othcrgame. . . . 



WITH THIS GAME 



jntain this User’s Manual, a CD-ROM disk, and a data card, 
explains game controls for Age of Rifles. 


:s a Lictical simulation of nineteenth-century warfare. It has numer- 
nxnons which simulate a variety of battlefield factors. If played using the 
rcirns. the game is very quick and easy to play, and is not burdened by 
5jr u^::on elements. If played with advanced rules options. Age of Rifles 
of the same problems and limitations that were faced by real bat- 
::imunder5 in the nineteenth century. 


3K mree possible game scales: 

HEX SIZE TURN LENGI H 


TYPICAL UNIT 


TYPICAL COMMAND 


100 );ards 10 mmuies Company or Batteiy Regimenl 

200 \'ards 20 minutes Battalion Brigade 

-fOO \'ards 40 minutes Regiment Di\4sion or Corps 


CO\CEPTS 
Scenarios 


no is a particular game situation comprising a map, objectives, and oppos¬ 
es. Generally, a given scenario lasts from eight to twenty turns of game play 
ing on the sizes and objectives of the opposing forces. 


campaigns 

- .ampaign is a sequence of scenarios linked by a theme such as the Russo-Japanese 
, .'nilict or a series of battles from the American Civil War. All of the campaigns that are 
r.Guded in Age of Rifles contain six to thirteen scenarios. 

W hat is a Unit? 

Each icon represents one unit. As the game proceeds, orders are given to compa¬ 
nies, regiments, brigades, and batteries. To use a board game analogy, these are the 
"game pieces.” These game pieces are “units”; subordinate organizations of troops 
and equipment. These units are maneuvered in order to engage the enemy. There is 
considerable variation in unit size, but at the beginning of a scenario most units 
have more than 100 and fewer than 3000 troops. 

An important quality of any unit is its capability The capability of a unit is dependent 
upon the weapons assigned to the unit, the training, vitality, experience, and morale 
of the troops operating those weapons, and the capability of officers in command. 
Units can’t be broken down or combined by players dunng a game. 

























3 BASIC CONCEPTS: What is a Command? 


What is a Command? 

Military structure consists of many units attached to some larger bc-u * 
coordination in battle. In Age of Rifles, this larger body is referred 
mand. All units are assigned to higher level commands. Commands cm 
from regiments to divisions, depending upon the scale of the scenanc 
command might have from five to twenty-five units assigned. 

In addition to the units assigned, all commands have several charasu 
common (depending on the Rules Options selected): leaders, morale, ar 
All of these factors have significant effects on a units ability to rema.G 
during the game. 

What is a Formation? 

Age of Rifles uses the term “formation” to refer to the way any particulu 
“lined up.” Nineteenth century military units deployed in fairly rigid fc — 
depending upon their level of training and assigned missions. Todays paraoe 
drill is an echo of the battlefield realities of the past. A units formation dea 
how efficiently it moves and/or fights. Some formations are excellent for gettmci 
place to place, but terrible for combat and \ice versa. No formation is withom i 
backs and benefits. If played without the automatic formation rules, the v.r..j 
formation is limited only by the training level of the unit. For more details 
“Change Formation” section starting on page 15. 

MAIN SCREEN . 

The Main screen, or Av 
Rifles screen, has six op: 
on it. The fastest way tc s 
playing is to left-click or. 
Scenario button and chc 
one of the scenarios wFl 
appear there. 

Campaign Screen 

A campaign is a series 
connected scenarios whic 
represent a series of historic 
battles from one of eight campaigns. The text window on the right displays thC| 
campaign briefing. At the bottom of the screen are four buttons; Play which begicL^ 
play Score which shows the highest score achieved playmg that campaign, Scenario!^ 
which displays the Scenario selection screen, and the M or Main screen button. I 




G - .. r. allows a previously saved gs 
_ Gre also loaded from this men.- 
..' .r are stored in separate director.c; 
. _ " a::on from the bottom ot the f 

comes with a pow^erful. easy-: ?-:: 
m-mzied or modified, using any of the v;; 
- . ? a :'e:sonally designed armies from na::?’' 
- _ -e created from new or existing scer.a 
<-:n:ng on page 41, for more details. 

Gaieiteer 

-ave included a compendium of infomia::? 
vcs tuat w’ere prevalent in the nineteentn 
^ •.^snis four options; 

• Toe Histor)^ of Rifles details the developmer.: . 

• 7-e Weapons Database displays the capiruie 
:ured in Age of Rifles. 

• Batik History discusses specific battles as !ou: 

• Campaign History offers an overview of the ; 
came battles as found in Age of Rifles. 
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MAIN SCREEN: Scenario Screen 4 


nand? 

rndn\ units attached to some larger bod' 

>< In Aje of Rifles, this larger body is referred :: ^ 
isagned to higher level commands. Commands 
-s:cns. depending upon the scale of the scenar-: 
c -.om .ive to twenty-five units assigned. 

'’"s assigned, all commands have several chara.tnC 
an :ne Rules Options selected): leaders, morale, 

.ave significant effects on a units ability to remain 


tion? 




lormation” to refer to the way any particular r 
p militar}^ units deployed in fairly rigid forrr^ 
c naming and assigned missions. Todays parade n? 
leld realities of the past. A units formation deic:iff 
. tights. Some formations are excellent for gettir-ii^ 
r .ombat and \ice versa. No formation is without ^ 
: v-ithout the automatic formation rules, the ch: J 
whe training level of the unit. For more details 
?:aning on page 15. 


The Main screen, or Avz M 
Rifles screen, has six opivv . 
on it. The fastest way to sj* 
playing is to left-click on ;.J 
Scenario button and chc-J 
one ol the scenarios wh:'^ 
appear there. 

Campaign Screen 

A campaign is a series T 
connected scenarios whicl. 
represent a series of historical 
viampaigns. The text window on the right displays the 
c ^:':tom of the screen are four buttons: Play which begins 
-he .m.gnest score achieved pla)dng that campaign, Scenarios 
selection screen, and the M or Main screen button. 




The scenario panel allows 
the selection of a scenario. 
Use the slider to view the 
list of scenarios. The briefing 
window on the right displays 
the scenario briefing. At 
the bottom of the screen are 
four buttons; Play which 
begins play, ScorG which 
shows the highest score 
achieved playing that sce¬ 
nario (if available). Campaigns 
he Campaign selection screen, and the M or Main screen button. 


: _:r: ..non allows a previously saved game to be loaded. Play-by-Email 
: ^zmes are also loaded from this menu. Saved scenarios, campaigns, and 

^ are stored in separate directories which can be opened using the 

. .-.:e button from the bottom ol the screen. 

Ij&tor 

■ Rz-ies comes with a powerful, easy-to-use editor which allows scenarios to 
. "^tructed or modified, using any of the weapons and nations of the period, or 
-.c personally designed armies from nations that never were. New campaigns 
." . -0 be created from new or existing scenarios. See the “Scenario Editor” sec- 
■ starting on page 41, for more details. 

Gazetteer 

. nave included a compendium of information about the technological and social 
’ces that were prevalent in the nineteenth century. Pressing the GaZGttGGf button 

-'resents four options; 

• The Histoiy^ of Rifles details the development of the rifle. 

• The Weapons Database displays the capsule histories of many of the weapons fea¬ 
tured in Age of Rifles. 

• Battle Elistory discusses specific battles as found in Age of Rifles. 

• Campaign History offers an ovennew of the events before and between Campaign 
game battles as found in Age of Rifles. 
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GAME OPTIONS: Human or Computer Player 




GAME OPTIONS 




Return to 


Rules Opir. 


Once a scenario or campaign has been selected, the Game Options screen sr: 
Both sides of the battle are shown with the side going first appearing on the .• 
the side going second appearing on the right. Several choices can be made reg: 
the game using the option controls appearing on this screen. 


Human or Computer Player 

These buttons toggle between human and computer control. Both sides, e 
side, or neither side can be selected to be computer or human controlled; .A. 
Rifles is capable of playing both positions. 


Difficulty Slide Bar 

Age of Rifles can be played at one of five difficulty settings which determine ' 
level of enhancement the artificial intelligence is allowed. At the highest setting. 
player should find the computer to be an extremely difficult opponent. 


Rules Options Button 

Clicking on this button opens the Rules Options window where several optiom- 
which can make the game simpler or more complex can be selected. See the “Ruk.- 
Options” section on page 6 for more information. 


General Play Options Button 

This button opens the General Play Options window where many “look-and-feef 
options such as Mouse Conlrol, Sound. Music, Movement Path Display. Move Limit 
Display, and Map Scrolling can be altered. See the “General Play Options” section on 
page 24 for more information. 


5®non 

: : r;—as a Play-by-Ema 


f — 'rr.oTC inicrmav-cr. 




using the curren: rrc 


II M am Screen 

the Main screen. 


Rules Options 


The Rule 


campaig 


can be 


for the suKC 






Set . _ 

- ai the Basic option set is to emphasiae 
-■-..ms; Full Undo, Allow Frantic Fire, Ac: a:: -c 

.\11 other options are turned off. 


Kd^ anced Set 

. .\dvanced option set emphasizes realum m 

■•jie Eftect, Full Command Etfect, Full Supp". 
k-Grio Length. Variable Turn Initiative, Fog of Wau - 




'. aen all the options or option sets desired h.-. ■ - - • 

m to proceed. 


Full Morale Effect 

=all Morale Etfect means that all morale rules anc 
option off, the circumstances under v-Tiich mora.-. 

















GAME OPTIONS: Play-hy-EMail 6 






Hl- 




Button 

a game as a Play-by-Email (PBEM) game. See the “Playing 
' raee 8 for more information. 




PldyC"rr 
PIsyb) fife 


L ui'c 


uter 

''e:\v 
m :v 


Return to 
%les Opitoi: 

ha^ been selected, the Game Options screen ar 
snoun wnth the side going first appearing on the i; 
...n^ on the right. Several choices can be made retts 
:ontrols appearing on this screen. 

Player 

een human and computer control. Both sides, e 
selected to be computer or human controlled; A: 
"C’lh positions. 


.v;d at one of five difficulty settings which determine 
-e aruncial intelligence is allowed. At the highest setting, 
'-iputer to be an extremely difficult opponent. 

Eton 

a opens the Rules Options window where several optior.t 
-e simpler or more complex can be selected. See the “Rules 
c :or more information. 

□ns Button 

jeiiera! Play Options window where many “look-and-feel" 
-"fol. Sound, Music, Movement Path Display, Move Limit 
i ..m be altered. See the “General Play Options” section on 


Bdsic Options Set 
Advsnced Options Set 
OK Button 


ILtsic Set 

' - .c.m of the Basic option set is to emphasize flexibility by activating the follow- 

-:! ^Dtions; Full Undo, Allow Frantic Fire, Automatic Formations, and Automatic Vitality 
* r:: .ery. All other options are turned off. 

Advanced Set 

~~e Advanced option set emphasizes realism by activating the following options: Full 

\':mle Effect, Full Command Effect, Full Supply Effect, Full Environmental Effects, Variable 
Scenario Length, Variable Turn Initiative, Fog of War, Allow Skirmishers, and Allow Reaction Fire. 

When all the options or option sets desired have been selected, click on the Ok but¬ 
ton to proceed. 

Full Morale Effect 

Full Morale Effect means that all morale rules and checks take place as normal. With this 
option off, the circumstances under which morale checks are taken are reduced. 


li? ^lain Screen 




- “ns the game using the current option settings. 


:um to the Main screen. 


Rules Options 

The Rules Options are designed to allow for 
varying degrees of realism in a scenario or 
campaign of Age of Rifles. These options 
can be selected individually; however, there 
are also two predetermined sets of options 
for the sake of convenience. 
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GAME OPTIONS: Main Screen 


Full Command Effect 

With the Full Command Effect option turned on, commands are under rcfX 
a leader, who may or may not have subleaders to aid him. Units that mcc 
a leader’s radius of influence may become isolated and unable to mc‘.‘^ri 
being restricted to one hex of movement. For more details about the er 
ers see the “Chain of Command” section on page 36. 

Full Supply Effect 

With this option on, the rules described in the “Resupply” section on page 
effect. With this option turned off, units never need worr)^ about ammunmm4| 

Full Environment Effects y 

When active, this option imposes movement and wsibility penalties if the tgJ 
is inclement. The weather is always perfect and the ground is always fimr 
option is off. 

Full Undo 

Any action just completed can be taken back with the Full Undo option turned 
When off, only three types of actions can be taken back: movement which d:m 
reveal an unseen unit or result in lire or melee combat, formation changes, ani 
ing changes. 

Variable Scenario Length 

If Variable Scenario Length is active, scenarios may end sooner or later than spe. 
since battles did not always start or stop on schedule. 

Fog of War 

The Fog of War option limits the ability to see enemy units to those within a c 
field of \dew. When Fog of War is off, all enemy units are visible. 

Allow Skirmishers 

This option allows the employment of a type of scouting or screening force kn 
as skirmishers. These troops deploy some distance in front of theii parent unit 
harass enemy units by fire and screen the main body of their unit from enemy sm 
arms fire. Having skirmishers deployed slows movement in any fomiation by 
point per hex. 

Allow Straggler Recovery 

When units take casualties or suffer morale results, such as retreat or rout, there are^^ 
always some soldiers that “straggle.” That is, they become lost, confused, desert, or. 
panic. With this option on, some stragglers will return to a unit over time. With j 
this option off, stragglers are permanent losses. For more information see the 
“Casualties” section on page 33. 






- Orders mus: 
'wmg sec::on he 
rcsuon on race . 


. mid on. units may fire on n 
'mur Fire" section on nagi 

^crn-i lions 

armies used specific tomna: 
- y'—i option enables Ass ; - 
-S me most appropriate lorrna*' 

• -nuiuons. except those detemnm 

iialin Recovery 

• an turned on. the effects 01 m: 
.:s option turned off. units arm ^ 
a winded from movement as ces: 
ts ran also become winded as a ri 


Turn Initiative 

^ the typical “Side then Side B 

-:id horn turn to turn if this option is 

jf units and the strategic situation ^ 
- r cHe. if one has not been preselectec 
. . -at both sides get a phase in ever\- tv.- 

Pla^ing an Email Game 

iin the Play by Email button is clicked on 1 
'omow appears when the Start game butto... 
nmmpted to enter a password or click on v* 
miered. a confirmation window-^ opens reque- 
: -alid password has been entered and venm 
'.•.m of the selected scenario. 

Vhen the End Turn button is clicked at the c 
screen appears displaying the phasing playe 
Thp default name of the save file consists o;' 



















GAME OPTIONS: Main Screen 
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-:: option turned on, commands are under . 

may not have subleaders to aid him. Units that: 
--uence may become isolated and unable to mo “i 
: ^-eA ol movement. For more details about the efe 
-ommand section on page 36. 


A x■Jie^ described in the ^Resupply” section on pa£?e 
- -.med off, units never need worry about ammuniu^ni 


Fects 


I imposes movement and visibility penalties if thei 
r Always perfect and the ground is always firm' 


:iec: .an be taken back with the Full Undo option tun 
ne^ actions can be taken back; movement which i__ 

in fire or melee combat, formation changes. an5| 


32th 


-i'—e. scenarios may end sooner or later than sped 
s:art or stop on schedule. 


the ability to see enemy units to those within a 
'\ar IS off. all enemy units are visible. 


un 


:mm.ovment of a type of scouting or screening force knovs 
-v p^ deploy some distance in front of their parent unit. 

^^reen the main body of their unit from enemy srrj 
mners deplov^ed slows movement in any fomration by 


erv 


c' suffer morale results, such as retreat or rout, there arel 
V >-Toggle. That is, they become lost, confused, desert, orl 
on. some stragglers will return to a unit over time. With! 
:rs are permanent losses. For more information see the! 







t¥wt 


I Selection of specific orders regarding a units reaction to 
: Reaction Orders must be active in order to use the Frantic 
. :he following section. See the “Reaction Orders” section on 
on Fire” section on page 30 for complete descriptions of the 


lu’ned on, units may fire on nearby enemy units if they are able 
'Frantic Fire” section on page 30 for more information. 


: Fixmalions 

.- .anr armies used specific formations to achieve specific ends in fire 
~ 'a:. This option enables Age of Rifles to place a unit or command 
ms 15 the most appropriate formation for the situation. If this option is 
: ermations, except those determined by morale or combat results, are 


n Liver. 


: Mtality Recovery 

' riion turned on, the effects of vitality loss cease at the end of every 
m this option turned off, units and commands are subject to vitality loss 
m:ng winded from movement as described in the “Movement” section on 
Tniis can also become winded as a result of combat. 


iBrsihk Turn Initiative 

L- 'm man the typical “Side A then Side B” phased movement, turn initiative is 
. —m.ed from turn to turn if this option is active. Age of Rifles compares the 
.r L' liiv of units and the strategic situation to determine which side is the initial 
^ side, if one has not been preselected. Thus, either side could move twice in 
. - .. but both sides get a phase in every turn. 


Pla\1ng an Email Game 


Lcn the Play by Email button is clicked on the Game Options screen, the Password 
's.dow appears when the Start game button is left-clicked. The first player, Player 1, 
.i- 'I'rompted to enter a password or click on the Cancel button. When a password is 
m.iered, a confirmation window opens requesting verification of the password. Once 
.1 valid password has been entered and verified. Age of Rifles proceeds to the first 
'.urn of the selected scenario. 


When the End Turn button is clicked at the end of the first turn, the Turn Complete 
screen appears displaying the phasing players national flag and the turn number. 
The default name of the save file consists of the first four letters of the nation name 



I 
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■~.A,\(£ OPTIOXS; Playing by EMail 


::-o\ved by the turn number. For example, the first turn from an 
'Aar scenario would be either Unio-001 or Conf-001 . PBEM games are 
mree letter suffix “.pbm” in a directory^ called “PBEM.” 

Clicking the Ok button saves the game as a PBEM game and exits to the Ma_'. g 

Loading a PBEM Game 

A PBEM game is continued by the second player copying the PBEM save: 
“PBEM” directory. Player 2 should then start Age of Rifles normally 
sented with the choice of what type of game to play, left-click on the 
then select the PBEM button. All games with the “.pbm” suffix appear; 
Select the appropriate save game and click the Play button. 


Rewind 

Done 

Stop 

PIdy 

FastForwofd 
Fast Forward to End 


If this is the first turn for player 2, the Password screen appears and the second 
er, Player 2, is prompted to enter a password or click on the Cancel button. 
password is entered, a confirmation window opens requesting verification o: 
password. Once a valid password has been entered and verified, Age of Rifles r. 
ceeds to the next turn of the selected scenario. 

The PBEM game “VCR” playback screen appears which defaults to display - 
other players previous turn. The map is based on the Overview map, and indica^- 
units as arrows pointing in direction the unit is facing. The controls for the \\ 
window include; Rewind, Done, Stop, Play, East Eorward, and East Eorward 
End. The entire game is stored as a VCR recording, and can be wewed from beg:^ 
ning to end on a turn by turn basis after this initial display. 

When Player 2 left-clicks the End Turn button, the Turn Complete screen appears di: 
playing the turn number and file name. Clicking on the Ck button returns to tf 
Main screen. 






* V ::r.s which control various ganv^ ; 

^ ^ irGcrmation bar, just below the 
^ :Gi current options for the mouse a: 

.x:c the Active Unit controls. Tu: 
ur respectnely 


"Cuuow is the main area of acmity tor ar 
r ^--'dow. terrain features such as buTlt-u; 
"■■TXT: - TUS- trenches, forests, rivers, and strearr 
- ' 0 -a using contour lines where elevation 
_:or\' objectives are displayed as a Eag 
^ --used on the last unit to control that hex.. 
T- T-nd also change status based on occupauo- 
T-- /-. " section on page 37 for more infor 

^mo the Mouse 

: use pointer is the primar)^ means of conir: 
T ^x on a button or hex, move the pointer :: 

^. In some cases, the right or left mouse bmtor 
' drcsen using the General Play Options menu. 

^se controls default as “Standard (one 
-d'.emate” mouse controls (two buttons). See ir. 

- nage 24 for instructions on choosing the preie. 

- mouse usage in this manual assume a two 
. .:'ntrol mode. 
























MAIN PLAY SCREEN: Map Window 1 0 




.. number. For example, the first turn from an 
1 be either Unio-OOl or Conf-001 . PBEM games are 


■ pom" in a directory' called “PBEM.” 

xc. ei the game as a PBEM game and exits to the 


Af Game 

::rnunued by the second player copying the PBEM sav-; ? 
Pjy er ^ should then start Age of Rifles normally 
o! what type of game to play, left-click on the 
n'.' nutton. All games with the “.pbm” suffix appear x 


■-ite save game and click the Play button. 


- r'.x player 2, the Password screen appears and the seconc 
■ .c enter a password or click on the Cancel button. \\ 

- a ..•'nlirmation window opens requesting verification 

password has been entered and verified. Age of Rifle 
" n the selected scenario. 


c-R playback screen appears which defaults to display 
The map is based on the Oveniew map, and in 
—IS. m direction the unit is facing. The controls for the \ 
iwzr.u. Done, Stop, Play Past Forward, and Fast Forwan 
t ii stored as a VCR recording, and can be viewed from be 
c turn basis after this initial display 

Gcb the End Turn button, the Turn Complete screen appears i 
r.3er and file name. Clicking on the Ok button returns to 


Once a scenario has been 
selected, the Main Play screen 
appears. This screen is where 
90% of the game happens. 
The main feature of this 
screen is the Map window, 
where units are displayed and 
maneuvered. Across the top 
are three menu options, File, 
Play, and Info; next to them 
is the Time/Turn indicator. 
Along the right screen edge 
which control various game functions. When the pointer is 
nZm' - ■ information bar, just below the Map panel, contains information 

' .-nd current options for the mouse at that location. Along the bottom 
^ ■. " are the Active Unit controls, the Command controls and the 

kllu:- ■ respectively. 

Ssi® window 

.. - m.dow is the main area of activity for an Age of Rifles scenario. Within 
. - :ndow, terrain features such as built-up areas, supply points, fortifica- 
• rds. trenches, forests, rivers, and streams are represented. Elevation is 

. -w':d using contour lines where elevation changes to form slopes or escarp- 

• X . .ctor}^ objectives are displayed as a flag of the appropriate nation which 
cased on the last unit to control that hex. Supply points appear as encamp- 
" r'iS and also change status based on occupation unless on the map edge. See the 
F - section on page 37 for more information. 


Rewind 

Done 

Stop 

Play 

Fast Forward 
Fast Forward to End 


I >mg the Mouse 

^ “ - mouse pointer is the primary means of controlling the action in Age of Rifles. 
d-.ck on a button or hex, move the pointer to that area of the screen and left- 
. In some cases, the right or left mouse buttons have different effects which can 
■ _ _:iosen using the General Play Options menu. 

F use controls default as “Standard” (one button), but can be changed to 
Auernate” mouse controls (two buttons). See the “General Play Options” section 
:n page 24 for instructions on choosing the preferred mode. Note: Most references 
" mouse usage in this manual assume a two button mouse used in Standard 
:ontrol mode. 

























With Standard controls most actions are performed with the left m: 
other mouse buttons are ignored. Just left-click on a hex to select a ' 
Issue movement orders using the “drag-and-drop” method descn'rei* 
orders can be given w^hen the pointer becomes a set of cross-hairs. Tnt i 
button can be configured using the General Play Options menu. 


If Alternate controls are chosen, all mouse buttons are active. Use the iei i 
ton to order movement and initiate melee with an adjacent unit. The m 
button is used to select a new active unit or issue fire orders. The center ■ 
ton can be configured using the General Play Options menu. This meiha 
much faster than standard controls, but some players may find the recy 
keep track of three mouse buttons to be too cumbersome. 


The Mouse Pointer 

The mouse pointer is also a very important source of information. Nonce 1 
pointer changes shape as it moves around the screen. Off map, the point; 
into a pointing finger or a bronze arrow icon. The pointing finger is used :c i 
the various buttons and panels. The bronze arrow scrolls the map when the 5 
is moved to the edge of the screen, the arrow points the same direction' 
scrolls. When the pointer is over a hex, the Information bar, just below: 
panel, contains information about terrain and current options for the mouse j 
location. If a unit is there, the Unit and Formation panels display imponair j 
mation about that unit. 


Within the map window, the pointer takes one of the following forms: 


Crosshair Pointer 

This indicates that the active unit can fire into the hex under the pointer.. 
movement, the color of the pointer is significant. Green crosshairs indica:^ 
weakest fire; yellow-green, yellow, orange, and red crosshairs indicate increa 
levels of lethality of fire. 


Movement Pointer 

Standard movement is controlled using the left mouse button and a techmq 
called “drag-and-drop.” Basic drag-and-drop movement w^orks by clicking » 
unit to select it, then with the pointer over the unit, press and hold down the 1 
mouse button. The pointer icon changes to a circle with the units movement pon 
visible in it. Move the pointer until the destination hex is reached and release : 
left mouse button to have the unit move to the target hex. While dragging) 
Movement pointer with a unit selected, the pointer changes color indicating i 
exertion level required for movement. A red pointer means the hex is out of reac 
green means the hex can be reached without risking the unit becoming “winded 
The number in the pointer also changes to reflect a “projected” decrease in mow 
ment allowance for movement into that hex. 


:-.u :c simulate the ez; 

c V'taHit>' Re ::.5 

ne hex is in range, hu 
coming "winded 


:oved over a unit, inro:^ 
he bottom of the screer 
.ouse pointer arounu :: 
orders or supply status 
nation, and \itality. 


- z^riaved if the unit can't fire m: 
:• "o:r indicates whether or not a 
: v.roJn a red pointer. Green anc 
. ■ or uhn movement to a hex uncer 
7 :: the pointer indicates that a uni 


Panels, and Menus 


r hijc^TTnarion 

p ...: or three large information 
z r : .....tbie from the Active Unit con¬ 
i'. >:nuing upon the number of 
•> 'J assiexied to the unit. 


-_n s 01 the active unit appears on the 
: -lie )USt below the Information bar. 

>: " -lat. in the lower left-hand corner, is 
. o.- 1 ruture showing troops in uniform. Tnis is 
-'oni 01 eight figures can appear. Each figure 
:ur-nding on the scale; 100 soldiers in a ICO •. 
_ .1 soldiers in a 200 yard /20 minute turn 
. 0-1 Aith seven figures displayed would haw 
- -men in the 200 yard scale, and 2800 n.e 
” im effective size of a unit is also limited b\ . 
.mam number of soldiers using the formatioi'- 
0 ihe area represented by a hex. 

To.is picture is actually a large button. Left-m. 
-isplays detailed information on the unit inc* 
ment, ammunition supply, weapon effecthen 
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most actions are performed with the left 
^ are ignored. Just left-click on a hex to select a 
rders using the "drag-and-drop” method descrbroif^ 

; —r.er. die pointer becomes a set of cross-hairs, me j”!* 
gtrrec using the General Play Options menu. I 

• arc chosen, all mouse buttons are active. Use the i-i' m 
nem and initiate melee with an adjacent unit. The - 
a new actii’e unit or issue fire orders. The cente*; r 
i-^ng the General Play Options menu. This met" i - 
controls, but some players may find the recuur^ 

~- 'use buttons to be too cumbersome. | 

ter 

isc- a ver\- important source of information. Nou.ai^ 
m as It mo\-es around the screen. Off map. the pointc';? 

■ • " ""contte arrow icon. The pointing finger is used :r 
.mu panels. The bronze arrow scrolls the map when Loe 
:i :.ne screen, the arrow points the same direction dP 
mter is over a hex, the Information bar, Just below :j 
mutton about terrain and current options for the mouse P; 
knit and Formation panels display imponar.ef^ 

- ' ...e pointer takes one of the following forms: 

-i u^tu'e unit can fire into the hex under the pointer, .nsr 
' u' m.e pointer is significant. Green crosshairs indica:: 
green, yellow, orange, and red crosshairs indicate increc 


controlled using the left mouse button and a techmf 
Ba>ic drag-and-drop movement works by clicking P' 
'•n me pointer over the unit, press and hold down the ?': 

er :con changes to a circle with the unit’s movement porn’ 

, .".nter until the destination hex is reached and release I'i 
have the unit move to the target hex. While dragging 
c n a unit selected, the pointer changes color indicating ? 

- ;or movement. A red pointer means the hex is out of reac 
be reached without risking the unit becoming “winded— 
truer also changes to reflect a “projected” decrease in mo\-e 
:‘vement into that hex. 


L 

f 


. r .r.ed to simulate the effects of sustained effort by soldiers. 

-. -p.zmatic Vitallity Recovery rules option, a pointer which 
:ne hex is in range, but requires force marching to reach 
. becoming “winded.” 

-i moved over a unit, information on the unit is displayed in 
a: the bottom of the screen . All visible units can be suiv^eyed 
- mouse pointer around the map. Enemy units viewed this 
oeir orders or supply status, but give some indication of their 
formation, and wtality 


-vyEkibTO' ex 




mlaved if the unit can’t fire into the hex under the pointer. The 
:e: indicates whether or not a unit can move to the hex. The unit 
; w..^ Ytd pointer. Green and yellow pointers show hexes the unit 
j. - „/fr.?ugh movement to a hex under a yellow pointer is tiring. A circle 

: : mf ihe pointer indicates that a unit in that hex can be selected as the 

'W " /cr 

] Panels, and Menus 

. LwiL^nmtion 

Tihr ; u . :wo or three large information 
^ : - milable from the Active Unit con- 
: . rending upon the number of 
f assigned to the unit. 

I 


Tfic -am-e of the active unit appears on the 
irx^s rhie just below the Information bar. 

Iriiv- mat. in the lower left-hand corner, is 
jt me: nature showing troops in uniform. This is the Unit Inlo display, where a max- 
m-m. of eight figures can appear. Each figure represents 100, 200, or 400 soldiers 
limending on the scale; 100 soldiers in a 100 yard/10 minute turn scale scenario, 
soldiers in a 200 yard/20 minute turn scale scenario, and so on. Eor example, a 
m.: v\ith seven figures displayed would have 700 men in it in the 100 yaid scale, 
men in the 200 yard scale, and 2800 men in the 400 yard scale. The maxi- 
■fium effective size of a unit is also limited by the scale ol the scenario since only a 
:enain number of soldiers using the formations employed could be brought to bear 
.r. the area represented by a hex. 

■^his picture is actually a large button. Left-clicking on it opens a window which 
aisplays detailed information on the unit including; complement, leaders, arma¬ 
ment, ammunition supply, weapon effectiveness, morale, capability, and vitalit}. 
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Active Unit Panel 




Weapon Data 

Change Formation 
Deploy/Recall Skirmisre 
Change Facing 

Mount/Limber 


Condition Suppty Fire Orders Nationaiity Engineering 
icon icon icon 

Other important information about the unit’s participation in the ba: 
whether or not the unit is under fire, winded, or “digging in” (creating '* 
sive works), is displayed at the bottom of the window. 

Weapons 

Next to the unit info button there is 
a button for each of the weapon 
types assigned to the unit. Left-click 
on these buttons for detailed infor¬ 
mation on the weapons including 
weapon type, crew status (if any), 

effectiveness at specific ranges, point value, and any specific details ab 
weapon from the Age of Rifles data base. 

Movement 

Beneath the Weapons button(s) is the word Move followed by a number and . 
ored bar. The number represents the remaining movement points allotted : 
particular unit. The bar is a graphical representation of the same information 
amount of the bar that is green represents how much the unit may move wrc 
becoming “winded.” 

Winded Units 

A unit which repeatedly moves into a yellow shaded hex, or to a hex that is repr - 
sented by a yellow arrow or a yellow movement pointer, becomes “windei '■ 
Winded units fight less effectively, losing 10% of their melee value, and do n-nil 
recover vitality during the rest period of the turn. A unit’s strength and movemeni) 
rate also begins to drop as it becomes exhausted. Units may also become winded J' 
a result of some forms of combat, particularly if they are on the losing end. 

Recovery from winded status requires that the unit remain static for at least one turn 
preferably resting in Disordered formation. Once a unit recovers from being winded, : 
may start recovering vitality normally during the “periodic checks” phase of the turn. 


- V- -Tree icons, represen:: 

: - unit can fire this tur: 

^j ’nvs the current effective 
'nunion icon indicates :r 
r.nu from dark green men 
nuition will occasionally 
■usually routing and thus u 

sbility can be determined 
at the status bar. If a unit i 
:on icon has a slash throne 


:: supply the supply icon has a s 

.'Me to fire, but have not yet do 
, _ fire this turn the icon is not dis. 

Ot da s (Rules Option) 

I units and engaging m combat 
reaction orders. Units can be under 

to fire on, or charge and assault ene. 

tc enemy phase of the turn. The une - 

atc based on the type of unit. Mounted 
. tiers, and others can be given "reaction 
_ rtre " orders, units are directed not to au 
units nearby during the enemy phase, 
the maximum range at which a unit. 
“ nla\ing a small scale scenario, a Near Fire 
- ■; that move or fire within 2 hexes. 

-^i,CT10N DISTANCES TABLE 

too \D SC-UE 


:nON ORDER 


Fire or Move.. 

,a: Fire or Move.2. 

• ■ ’ Fire or Move .f 

:..unierFireII.WpnRanSe 

Fold Fire or MpF^. 




-i V, * 















































‘inJ Mams 
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vuiLon there is 
the weapon 
Left-click 
-eiailed infor- 
vns including 
^atus Jf any), 

^ -- ranges, point value, and any specific details ah 
: Ripws data base. 


^-tton(s) is the word Move followed by a number and 
r represents the remaining movement points allotted :: 
^15 a graphical representation of the same informatior 
- ^ ^reen represents how much the unit may move war 


■ y Tno\-es into a yellow shaded hex, or to a hex that is re- 
--^^w or a yellow movement pointer, becomes “windec 
^^effectively losing 10% of their melee value, and do r • 
^the rest period of the turn. A units strength and movema ■ 
:• ^ It becomes exhausted. Units may also become winded _ 
.ombat. particularly if they are on the losing end. 

status requires that the unit remain static for at least one turr. 
mdered formation. Once a unit recovers from being winded,. 
aiin- normally during the “periodic checks” phase of the turn. 


: : mree icons, representing the unit’s capability, supply sta- 

unit can fire this turn. 

-'^ Avs the current effectiveness of a unit in terms of its \htali- 
. ’'.dition icon indicates the unit’s current condition by the 
- png from dark green meaning excellent to orange meaning 
’'.dition will occasionally go as far as red, but by the time a 
usually routing and thus out of control. 

- r .arability can be determined by moving the mouse pointer over 
our-un^ at the status bar. If a unit is routing or otherwise not available 
: ;nuition icon has a slash through it. 

:: supply the supply icon has a slash through it. 

e able to fire, but have not yet done so, have a fire icon displayed. If 
fire this turn the icon is not displayed. 

Ikiic Oiders (Rules Option) 

' -z of units and engaging in combat can happen both by conscious choice 
s reaction orders. Units can be under automatic reaction orders, which per- 
■ 10 fire on, or charge and assault enemy units which move or fire nearby 
enemy phase of the turn. The types of automatic orders that a unit can 
based on the type of unit. Mounted cavalry units can be given reaction 
uers, and others can be given “reaction fire” orders. By giUng “Hold Move or 
r're orders, units are directed not to automatically respond to the actions of 
units nearby during the enemy phase. When Free, Near, or Wait orders are 
the maximum range at which a unit can react is established. For example. 
‘ u ola\ing a small scale scenario, a Near Fire order directs the unit to fire on enemy 
' ' :hat move or fire within 2 hexes. 


ACTION DISTANCES TABLE 

TION ORDER _ 100 YD SCALE 


200 YD SCALE 


400 YD SCALE 


-.iFire or Move.3.2.Ifecyacenl) 

Fire or Move..2. 1 (adjacent)..(adjacent). 

.v. Fire or Move 1 (adjacent).1 (adjacent).1 (adjacent) 

unier Fire .WPF. ..Bange.A'PF. B^^Fg^ 

. ild Fire or Move No reaction.No reaction.N p reaction 
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There is no cost for changing reaction orders, and the range for th^ 
showTL in the Information bar, below the Map window, when a charj? 

Regardless of the orders units are given, they may automatical^ reac: t 
enter an adjacent hex or fire upon them. Units that are poorly-tramec 
morale may “Fire Franticly ’ because their urge for self-preser\^ation, or * 
combat, overcomes their willingness to obey their orders. This is less U 
to well-trained or low-morale units for different reasons. Well-trained: 
their wats, while those with low morale either panic or freeze. 

Note: Automatic reaction orders can cause a unit to expend much of :3 
allotment on the enemy’s phase, leaving it unable to move fully during r. 
although it wall ahvays be able to fire. 

National Flag 

This indicates the national affiliation of the currently selected unit or the 
the mouse pointer. 

Deploy Skirmishers (Rules Option) 

Some units can detach a portion of their troop strength 

. msmM iaiiB!!!ll skirmishers. These troops deploy some distance in fron* 

parent unit to harass enemy units by fire and screen the main body oi t'f* 
from enemy small arms fire. Skirmishers can only be deployed by units ir.. 
Column, Supported Line, and Line formations. 

Skirmishers have a significant effect on the units performance in fire combx 1 
have no effect on melee and are automatically recalled immediately when adc.. 
to an enemy unit or prior to the first round of any melee combat. Ha\ing skir^ 
ers deployed slow^s movement in any formation b)^ one point per hex. 

Tactical Hint; It is almost always beneficial to keep skirmishers deployed, if us 
are capable of skimiishing, unless attempting to maximize enemy losses to fiav 
you are unworried about exposure to enemy ranged fire. 

Change Formation (Rules Option) 

The formation of any non-naval, non¬ 
artillery unit can change at any time as 
long as the unit has sufficient movement 
allowance remaining. The cost to change 
formation depends on the type of unit, its 
level of training, and the nearness of 
enemy units. Most formations require a 
minimum level of training, and some or 
all units may be limited in their selection 


:r.e formation can oe c 
Umi panel. Left-click or 


. o: training, the follow m 

nRE EF?1C.\CY _ MtlEL 

Poor. 

Yen'Poor. 

Poor. 

Fair. 

Excelleni. 

Excdleni. — 

Fair . 


10 rest units and a likely rest 
Best used to move units for Ion 
fern C-rcumn: Best used for melee (hand-to-r. 

Lme; A good compromise between An 
>.-■ -s^d for fire combat. Line requires at. 

order: A special case of the Disordere 
-: ;n trenches, redoubts, towns and \il:ag 

YaSBiSTt “C5I used to defend against melee co 
■_■ :vel of training. 

Facing (Rules Option) 

■ Left-click on the buuon CO change thefr 

a default setting, a unit’s facing can also be Cc 
- tton by right-clicking in a hex that the un: 
.ranged by selecting the Right Mouse Button optr 
' -y menu. See the “General Play Options sectio 













































i Menus 


reaction orders, and the range for 'Lhi r, 
nianon bar. below the Map window, when a char.^ 

raers units are given, they may automatically rea.: 
“ ‘*re upon them. Units that are poorly-traL-.e- 
because their urge for self-preseration. a- 
dneir willingness to obey their orders. This is less a 
-w-morale units for different reasons. Well-trainc, 
,-se w'lih low morale either panic or freeze. 

:aciion orders can cause a unit to expend much of 
emys phase, leating it unable to move fully durini 
a-rs be able to fire. 


ationai affiliation of the currently selected unit or the 

(Rules Option) 

■■i '-niti can detach a portion of their troop strength 
These troops deploy some distance in from 
? units by fire and screen the main body oi th. 

::re. Skirmishers can only be deployed by units ir. 
Ur.e. and Line formations. 

■ m.m.ant effect on the units performance in fire comba- ( 
are automatically recalled immediately when ac W 
■-or :c the first round of any melee combat. Having sierra' 
ent in an\ formation by one point per hex. 

m:s: alwms beneficial to keep skirmishers deployed, if u 
-'-vng, unless attempting to maximize enemy losses to fire 
-I exposure to enemy ranged fire. 

n (Rules Option) 

-naval, non- 
at any time as 
^a:::eient movement 
^ ne ^ost to change 
: vhe i\pe of unit, its 
e the nearness of 
:~a:ions require a 
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■ : V the formation can be changed, the Formation button 
■Unit panel. Left-click on the button to change the unit’s 

: fvel of training, the following formations may be allowed; 


FIRE EFFICACY 

MELEE EFFICACY 

MOBILITY 

Poor 

Poor 

Good 

Very Poor 

Very Poor 

Excellent 

Poor 

Good 

Fair 

Fair 

Fair 

Fair 

Excellent 

Poor 

Poor 


Excellent 

Zero 


Excellent 

Poor 


^ sSifeShflll^ 


L used to rest units and a likely result of melee combat. 

ri ^.:oumn: Best used to move units for long distances. 

A i rvjmn: Best used for melee (hand-to-hand) combat. 

Line: A good compromise between Attack Column and Line formations. 

. used for fire combat. Line requires at least a “Good” level of training. 

order: A special case of the Disordered formation, this can only be used 
- . -jU :n trenches, redoubts, towns and villages. 

V sjt: Best used to defend against melee combat. Square requires at least a 
. . u* .evel of training. 

0Tii7igc Facing (Rules Option) 

The facing of any unit in any formation other than Disordered, 
Square, or Defensive Order can be changed at any time, for no 
cost, as long as the unit has at least one movement point left. 
When a unit moves, it faces in its direction of travel. If the fac¬ 
ing can change, a facing button also appears in the active unit 
.. -ei. Left-click on the button to change the unit’s facing. 

_ a default setting, a unit’s facing can also be changed using a configurable mouse 
uiton by right-clicking in a hex that the unit should face. This option can be 
.uanged by selecting the Riyht M 0 US 6 Button option under Gonorol Ploy Options in the 
' ay menu. See the “General Play Options” section on page 24 for more information. 
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Each unit “faces” or points in a particular direction on the mar 
can react more effectively to things that happen in front of thi “ 
effect on naval units and those in Disorder, Defensive Order, or 
but it does have a strong effect on movement and combat for c:r 
particularly true for units equipped with crew-served weapons sr, 
machine guns. 


For each unit, the map is diwded into four zones. Hexes within 60 
extending from the front of the unit are within the unit’s forw^ard i: 
\wthin 60 degrees of a line extending from the rear of the unit are ir. 
zone. The remaining hexes on each side are within the unit’s flanx 
mouse control is set to the Alternate setting in the General Play Options 
these zones by left-clicking on a unit on the map. 

The effects of facing are described in the rules sections dealing with 
and “Combat” on page 28. 


Mounting or Dismounting 

Units can change mount status (mount/dismount for horse mountec 
limber/unlimber for artillery) if it has mounts and has sufficient n - 
movement allowance for this turn. Artillery units must also have suffr: . 
to be able to limber or unlimber. If a unit’s mount status can change. : - 
head icon in the active unit panel becomes a button. Left-click on this 
change the unit’s mount status. 


Note: If an artillery unit suffers casualties beyond its limber level, it aba- 
proportion of its guns if forced to mount/limber. Dismounted cavalr)^ urn 
their strengths reduced by 20% for most purposes, since a portion of their 
are detailed to keep an eye on their horses. 


Exit from Map Edge 


& 


If the unit is on a map edge, an Exit or FIbg button may appear. Left 
this button if the unit should leave the map. In some cases there m, 


Uctor)^ points awarded for exiting units from the map. There is no penalty for 
ing units, although they can never be brought back into play once removed. 


Battlefield Engineering 





Units can stop to create breastworks or remove abatis if this buttor 
available. 


. vensive w^orks constructed ir: 
.auses a unit ending its moven 
to throw up a breastwork as : 
,z:ng In” the unit is in discrc' 
.. then the unit assumes defenstv 


This panel disp. 
Unit’s command. 


Abatis are improvised barricades with little defensive value, but slow movemeH 
across them. Left-clicking this button causes a unit ending its movement in a he 
with an abatis and movement points left to destroy the abatis as soon as it passes ; 
capability check. This process uses all remaining movement. 


Others in Hex Pai 

This display is -- ' 
panel. It lists ar.v '■z. 
as the active um: 


;z:ti button makes that unit the active urz' 

^ listed using a bronze button with tne -- 

-rv attached sub-leader’s name appear- ^ 

V d button, it can be selected. 


Rules Option) 

..iders name by right-clicking on it bnngs up 
.ucr including the command, the unit to wzi.r. 
^s. and reveals the leader’s bravery, chansmu s 
.his display show the leader’s actual eomu- 
■-d allow his assignment to be changed. 

wUh have leaders attached to them are indicate u : ' 
dags next to the Wallop Factor bar. 


S«ri->igning or Detaching Leaders 

~ tne leader information display leaders can ze 
.'^tme command, if the conditions are right, or 
ms appear indicating these options. 

-.sers may only be reassigned to units of their cemm.^ 

. oe no greater than the command radius of the . 

nexes free of enemy influence and impassable . 

- -: vv unit. A leader may only be reassigned once pe. 

see w^hich units are eligible to receive the leader 1 -- 
.tr.it to complete the reassignment. Note; It may be ne.esi 
turning the leader, then scroll the map so that the urt: ^ w 
Msible, before left-clicking the leader button. :r.-. 
tne map cannot be scrolled. 
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Menus 


- .■'.r.ts in a particular direction on the nrar be 
ttecuveiy to things that happen in front of therr 
and those in Disorder. Defensive Order, or >3 
i -".rong effect on movement and combat for cOir 
c: umts equipped with crew-served weapons racr 

■■^p di\ided into four zones. Hexes within 60 
le iront of the unit are within the unit’s forward 
o! a ane extending from the rear of the unit are ;r. 
:r:g nexes on each side are within the unit’s flard-: 
emc the Alternate setting in the General Play Options 
-cu-.king on a unit on the map. 

rg are described in the rules sections dealing with • 


smountins 

o 

. status (mount/dismount for horse mounted . 

:rr artillery) if it has mounts and has sufficient re 
:ce ior this turn. Artillery units must also have suffurt 
■r or unlimber. If a unit’s mount status can change. ;r 
v.ve unit panel becomes a button. Left-click on this r 
o^un; status. 

' ur.:: suffers casualties beyond its limber level, it abar 
.. .orced to mount/limber. Dismounted cavalry un: 
cec ry 20% lor most purposes, since a portion of the;: 
eve on their horses. 

igr 

-- Oil d map edge, an Exit or FIgg button may appear. Left 
the unit should leave the map. In some cases there 
ea tor exiting units from the map. There is no penalty for 
-v can ne\^er be brought back into play once removed. 

:aing 

i -0 create breastworks or remove abatis if this button 

^ barricades with little defensive value, but slow moveme: 

this button causes a unit ending its movement in a he 
ovemrent points left to destroy the abatis as soon as it passes 
^ process uses all remaining movement. 



ciiensive works constructed from any available material. 
" ^auses a unit ending its movement in an appropriate hex 
to throw up a breastwork as soon as it passes a capabil- 
cying In” the unit is in disordered formation until the 
a. then the unit assumes defensive formation. 


This panel displays the name of the Active 
Unit’s command, and that command’s status. 

Others in Hex Panel 

This display is shown below the Command 
panel. It lists any other unit in the same hex 
as the active unit with a steel-colored button; 
:«:ra " .r.at button makes that unit the active unit. Any leader attached to 
: a- listed using a bronze button with the command’s icon appearing 
-r.v attached sub-leader’s name appears as a steel button. If a name is 
-sed button, it can be selected. 

Rules Option) 

xrders name by right-clicking on it brings up a display of information 
izer including the command, the unit to which he is attached, his com- 
.us. and reveals the leader’s bravery, charisma and competence ratings, 
n this display show the leader’s actual command radius on the Map 
-xd allow his assignment to be changed. 

. r::h have leaders attached to them are indicated on the game map by small 
■ u. dags next to the Wallop Factor bar. 

^Stx>signing or Detaching Leaders 

‘ ~ :he leader information display leaders can be reassigned to another unit of 
r-L >ime command, if the conditions are right, or detached with a bodyguard. If so, 
::n5 appear indicating these options. 

zders may only be reassigned to units of their command. The transfer distance 
be no greater than the command radius of the leader, and there must be a path 
: nexes free of enemy influence and impassable terrain between the original and 
■ unit. A leader may only be reassigned once per turn. Left-click on the button 
;: see which units are eligible to receive the leader. Then left-click on an eligible 
unit to complete the reassignment. Note: It may be necessary to select the unit con- 
uxinmg the leader, then scroll the map so that the unit which will receive the leader 
.s visible, before left-clicking the leader button. Once the button has been pressed, 
:he map cannot be scrolled. 
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Detaching a leader with a bodyguard actually creates a new 
or 50 men depending on scenario scale). Click on the Detach Vi “ B 
then click anywhere or press any key to complete the process. 

Organizing the bodyguard expends its movement, so the bodvrv: 
in the turn it is created. This bodyguard unit is part of that leadt^: 
moves and fights independently. If the leader is reassigned tc 
bodyguard is absorbed into that unit. 


Whenever a leader is transferred, there is always a small chance . 
becomes a casualty. This chance is increased if enemy units are nea:^ 
conditions are poor. During twilight or night turns there is even a . 
leader may accidentally be incapacitated by friendly fire. Because 
losses, leaders should only be transferred if necessary in order to en 
of friendly units, increase the chances of rallying routed units, or to 
from a doomed unit. If possible, transfers should be avoided if eneirc 
the vicinity, or at night. 


Microview Map 

The Microview is a smaller version of the Overwew Map. It is a miniaruv. 
the battlefield, with the each side’s units visible as either brass or steel cch'^ 
depending on the color of their Wallop Factor bar. The current Map wir.c c 
resented as a yellow frame which can be dragged using the mouse poinici c 
the Map window. All units in the command of the active unit flash yello*' : 
cate their location. Visible enemy units appear as dots of the color of the'j-" 
Factor bar. The Microview map can be used to quickly move around the baiij 
by left-clicking directly on it. 


Buttons 

On the right edge of the screen is a row of buttons which display informatior. 


or alter control of units and commands on the Map window. 


Scenario Environment 



The Environment button ... 
up a quick description o: 
physical environment of the scenario. This describes lighting conditions, preciP' 
tion, ground condition, wind, and time of day. The button itself shows some of *_ 
information: the crescent moon indicates nighttime, the half-sun indicates dus- 
dawn, rain or clouds indicate some level of precipitation. 





zuiion temporaniv sr. 

.vr can also be activated 
z das been selected using me Btf 
cdn: or third mouse cuiicn 


won is the Stand icon. E: 
een Stand icon. Counter :c 


: am: in Age of Rifles can be re; 
:cnn is a figure representing me 
“'.e base, reminiscent of a wargan 
•a icon. The color of the base is 
cruiiw of the unit. 


.-mother icon is the Miniature ic^ 
ihe colored base. 


The third icon called the Counter iccn is 
piece complete \\dth universal rnaiiar'm 
or artillery. This icon shows the units r-en 
one corner, below a s}Tiibol for td.e 
An arrowhead in the center of the -- 


csvside Toggle 

The Hex Grid button turns display o: aae ner 



allop Factor Bar 

Each unit has two combat strengths. 



-ire Strength; This strength is used to attack ene-.m - 
.aexes. This strength rating decreases v/ith range. 

Melee Strength; This strength is used to attack enerrm im 

In both cases a unit’s strength is based on its C-rmmm 
number and type of weapons assigned. 
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Hex Panel 


er with a bodyguard actually creates a newt ii-a 
iClir.g on scenario scale). Click on the Detacr f-r 
.ere or press any key to complete the process 


»>dvg^jard expends its movement, so the bodv.-aii 
reated. This bodyguard unit is part of that lead-;rs is. 
J independently. If the leader is reassigned tc 


:rbed into that unit. 


er^s transferred, there is always a small chance "jJ; 

,• 1 iiii chance is increased if enemy units are nearer 
or. During twilight or night turns there is e\’en a 
:n-^:iy be incapacitated by friendly fire. Because 3^1 
'■-.Cl only be transferred if necessary in order to er ; 
r-crease the chances of rallying routed units, or to sr.??. , 
lit- li possible, transfers should be avoided if eneirv isP 


1 crml 


iller version of the Overview Map. It is a miniara 
- -me each side’s units visible as either brass or steel cc • 
-o. of their Wallop Factor bar. The current Map wrna: 
.rame which can be dragged using the mouse pointer 
^-yanits m the command of the active unit flash yello'- 
-^:ble enemy units appear as dots of the color of thea 

rew-ew- map can be used to quickly move around the ba 
'CtiV on It. 


me screen is a row of buttons which display informatior. 
lits and commands on the~Map window. 


tment 



The Environment button .. 

- ^- » up a quick description 0 ; 1 

- ■- - the scenario. This describes lighting conditions, precip i 
.-n, wind, and time of day. The button itself shows some of f 
^aent moon indicates nighttime, the half-sun indicates dusk 
incicate some level of precipitation. 



: .'--r.v button temporarily shows the field of view of the active 
.^rlav can also be activated by left-clicking on the active unit 
Tc.on has been selected using the GGPlGral Play Options menu set- 
r.e nght or third mouse button. 


icon is the Stand icon. Use the Unit Icon Mode button to 
• ~e:ween Stand icon, Counter icon, and Miniature icon modes. 

: unit in Age of Rifles can be represented in one of three ways. 
: Cl form is a figure representing the unit’s main type of soldier on a 
“-ircie base, reminiscent of a wargame miniature. This is called the 
: umd Icon. The color of the base is a quick way of identifying the 
“uuonality of the unit. 


.Another icon is the Miniature icon which is the stand icon without 
me colored base. 


The third icon called the Counter icon is similar to a board wargame 
piece complete with universal military symbols for infantry, cavalry, 
or artillery. This icon shows the unit’s remaining movement points in 
one comer, below a symbol for the command the unit is attached to. 
An arrowhead in the center of the icon indicates the units facing. 


Dcside Toggle 

The Hex Grid button turns display of the hex grid overlay on and off. 


^\aUop Factor Bar 

hftii Each unit has two combat strengths: 


“ire Strength; This strength is used to attack enemy units at ranges of one or more 
r.exes. This strength rating decreases with range. 

Melee Strength: This strength is used to attack enemy units in hand-to-hand combat. 

In both cases a unit’s strength is based on its formation, overall capability, and the 
number and type of weapons assigned. 
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The Wallop Factor button toggles how these combat strenr.' 
Colored dots appearing on the Wallop Factor bar display the cap: ’ 
The flashing light on the left displays movement status where gr-:-:' 
has normal movement remaining and yellow means the unit musr. 

They can be displayed as: 


No Wallop Bar 


Fire and melee values. 


. TIL 

cz an this button jumps :c '.r-: 


Combined fire and melee plus the remaining movemer 


■ vi sr^:k and formation Svicre 
1 an:: Note; Check the 
“ are adjacent when nrnne : 
^: ndon \ital positions tc ean" 


- - -n this button jumps to : 


See the “Combat” section on page 28 for more information on how fire 
melee combat function. 

Swap Stacking 

Except for the active unit, the Stack Swap button changes the : 
order of every unit on the map. 

Orders Scope 

The current orders scope determines how many units are maneuvered at one ' 

The orders scope can be changed at any time by left-clicking on this button. 1: 
alter to one of three settings: 

Orders by Unit: Any orders given apply only to the active unit whic: 
indicated by a single white line surrounding it. This is the most comma, 
used orders scope. 

Orders by Stack: Orders apply to the current unit and any units of: 
command stacked with it. This scope setting is indicated by a double wf:.& 
line surrounding the active stack. Ill 

Command Orders: These orders affect all units in the active command - 
all available units fire at or move toward the selected hex. Affected unm' 
are indicated by a yellow banner. During command movement, individual units tr\'l' 
to maintain their position, relative to other units in their command, while theyf! 


Details 

NS ■'"utton opens a window which c:f 
• -r'v levels of the command, and lis: 
:‘.v the move, reaction order, and .cj 
- -. -cuickly. Units are listed by name, fc'.'o 
r-mbol of their unit type (infantrx: an:. 

- unit on the map, simply left-click on 

- -ution showing the universal militan* sv 

ability stripe. The next column ha- .. 
reaction orders and readiness. 

' . :::n marked Reaction in the top right come: 

units in the command through Flold Fire. * 
.inter Fire. The Ok button in the lower ngh: . 

N ext Formation 

Left-clicking on this button jumps ic . 


Pi nions Formation 

Left-clicking on this button jump^ i 
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ana melee values. 


r-mea fire and melee plus the remaining movemem 
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1 on page 28 for more information on how fire comr:^ 


ne a.nve unit, the Stack Swap button changes the 
y unit on the map. 


^ pe determines how many units are maneuvered at one : ~:i: 
oe changed at any time by left-clicking on this button. I: id 
uiinns! 

iui. An\ orders given apply only to the active unit whicr 1 i’ ^ 
a white line surrounding it. This is the most commor'y | [ 

Lii-.rv. Orders apply to the current unit and any units of 
-.Ked with it. This scope setting is indicated by a double wk 
:tive stack. 

-dei^. These orders affect all units in the active command — * 
mats tire at or move toward the selected hex. Affected unitf 
banner. During command movement, individual units in 
non, relative to other units in their command, while they 
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' ct Stack and formation scope options permit simultaneous 
c.c unit. Note: Check the Microview map to be sure that all 
ni are adjacent when giving formation scope orders; other- 
randon \ital positions to carry out unintended orders. 


- " c on this button jumps to the next unit in the current 




Fro.ng on this button jumps to the previous unit in the current 


Details 

~:s button opens a window which displays the leader, the morale and 
supply levels of the command, and lists eveiy^ unit assigned to it. It is a 
'-/-ew the move, reaction order, and readiness status of the units in that 
■ u quickly Units are listed by name, followed by a button marked with the 
s\mbol of their unit type (infantiy^, artillery, cavalry, and so on). To jump 
.: ific unit on the map, simply left-click on that unit’s button, represented by 
. - ' -^utton showing the universal militaiy symbol for that unit type and a col- 
. capability stripe. The next column has the unit’s armaments, followed by 
.. reaction orders and readiness. 

aiton marked Reaction in the top right corner cycles through the reaction orders 
.:2 units in the command through Hold Fire, Free Fire, Near Fire, Wait Fire, and 
_:nter Fire. The Ok button in the lower right corner returns to the Map window. 

Next Formation 

Teft-clicking on this button jumps to the next command. 

Pi evious Formation 

ll^A Left-clicking on this button jumps to the previous command. 
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Objectives 
Supply Points 


Overview Map 

The Overview Map button calls up the overview, which 
map on a scale halfway between that of the map 
Microview panel. The objective hexes for the current scenario are snr^w^^ 
map as small national flags. Known units are shown as arrow s}TTLr 
facing, while supply points are shown as a circle with a wagon syrczo 
color of the owning side. 

Scenario Report 

The Report button opens a window which displays informatic' 

__ important facets of the current scenario: the situation, the victoiy 

force status of the phasing side and a list of the Rules Options currently in etr.; 

The situation contains the scenario name, the circumstances, scale, turn n 
and expected length of the scenario. The victory status describes who is 
and losing based on objectives possessed by the respective sides. The force 
describes the number and types of troops on the map and expected as re'-mx; 
ments, and the overall state of the force in casualties, morale, and vitality. 

It’s a good idea to check this report at the very beginning of each scenario, anc 
time to time during play 

Undo 

The Undo button allows most movement orders to be taken back. If 
the Full Undo Rules option, this can be used to correct errors, or as a pc 
erful “cheat” feature. If playing a two player game the use of the undo bui:r» 
should be agreed on beforehand. The limited Undo function only affects th^^ 
types of action: movement which does not reveal an unseen unit or result in fire ^ 
melee combat, formation changes, and facing changes. 



— ~c::on to end the phasm^ 
A:-a c? Rifles requests 
" vfsses a sequence - * ^ ^ 
;-:ma:ic reactions. See me 


^ vanous file related operant 
£-5 a new scenario without exiting 

; -“smuts to restart a saved game :rcr 
-, -.- -Ematlgame. 

the current game for later puy. 

Uip - mediately ends the scenario. Of 
not have been met if the scenar.c 


,'i 13 m d -Its the game and enters the Scenan^ 
„ - for more information. 


/eiU: Quits the current scenano anc: 


■-dudes the following items: Geneva r 


Play Options 

i, Options calls up a Control panel for 

' : .enent Paths option determines wheihe. 
-.ent paths for the active unit. While help: 
■he paths shown are only projections: anv r 
-: unit's movement preventing it from reacr. 

• entering an enemy unit. 

' - Movement Limits option toggles an overlac o: 

- ; v,;lt for this option is on', hexes the unit can t 
erlay. As with the movement path display, ihn ^ 
u-m^’s can happen dunng a unit’s movement, m 
uesunation. Play with this option off to optimiue 


























Objectives 
Supply Points 


‘ Map button calls up the overview, which sr 
a.e halfway between that of the map winaov 
^’Ojecthe hexes for the current scenario are sh 

Known units are shown as arrow s}Tnbo_ 

are shown as a circle with a wagon s)Tr.r':\ 


;non opens a window which displays informatic: 

0. jie current scenario; the situation, the victon* s 
^ ^-de and a list of the Rules Options currently in effe. 

-".e >cenario name, the circumstances, scale, turn n 
scenano. The victory status describes who is v, 
ecnves possessed by the respective sides. The forc^ . 
p.'pe^ of troops on the map and expected as reini 
0. the force in casualties, morale, and vitality 

repon at the very beginning of each scenario, and 


m ailow-s most movement orders to be taken back. If 
ues option, this can be used to correct errors, or as a ^. 
w.^ ang a tw o player game the use of the undo but* 
::rehand. The limited Undo function only affects th: 
It which does not reveal an unseen unit or result in fire 
changes, and facing changes. 



rutton to end the phasing side’s game turn. When this 
_xed. Age of Rifles requests confirmation that the turn is 
*cn rrocesses a sequence of periodic checks of morale, unit 
automatic reactions. See the “Periodic Checks’ section on 


.toss to various file related operations: 

a new^ scenario without exiting the program. 

^ ?*^:ntnts to restart a saved game from the point where it was saved 
2^' -n-'-Email game. 

the current game for later play. 

EC unmediately ends the scenario. Of course, victory conditions set for 
“uv not have been met if the scenario is ended early. 

^ E:<i 3 the game and enters the Scenario Editor. See the Scenario Editor 
Ln - v :aie 41 for more information. 

L Uo' Msnu; Quits the current scenario and returns to the Main Menu screen. 

Mtnu 

- includes the following items: GGnGfal Play Options, Combat RGporting, and 
'"iin: Tr ^ ayGf. 

feurral Play Options 

^ ay Options calls up a Control panel for customizing the game; 

^ iGmant Paths option determines whether or not to continuously display 
- ement paths for the active unit. While helpful, this can slow the game down. 

- :he paths shown are only projections; any number of things can happen dur- 
-: .1 unit’s movement preventing it from reaching a distant destination, such as 
-. runtering an enemy unit. 

' MoVGmGnt Limits option toggles an overlay of movement limits on the map. The 
.iiault for this option is on; hexes the unit can’t move to are shaded with a reddish 
rerlay. As with the movement path display, this is only a projection. Any number of 
ihings can happen during a unit’s movement, preventing it from reaching a distant 
destination. Play with this option off to optimize performance. 



















The Mouse Control option allows a choice between Standi'C 
Alternate mouse controls. See the “Using the Mouse” secticr. r 
information on mouse control modes. When using a ih:c^ 

Standard mode, the center button is ignored and the right_ 
ured. In the Alternate mode, the center button can be cor.:.: 
button selects or fires the selected unit. 

The Auto Unit Centering option turns auto centering of units cr . 
units are automatically centered if they are off the map when seS: 
tion hex for a moving unit is also centered if it falls at the 
Centering can cause the map to Jump around some, particular!;, me 
scope” orders are chosen. If off, units are only centered if a non-’^ 

Active Unit panel is left-clicked on, or the unit moves near the ecc-. 

Use the Sound option to turn game sound effects on or off. 

Use the Music option to turn game music on or off. 

The Graphics button toggles between high- and low-resolution 
with this off may improve speed of play in some cases. 

The Animation control adjusts the level of detail visible in fire, smoke.. 
water hexes. Pla)dng with this off may improve speed of play in some 

Map Scrolling can be set to Instant Scroll or Delayed Scroll. The instant 5.'. ] 
causes the map to scroll as soon as the mouse pointer reaches the edge :: 
and continue until the edge is reached or the pointer leaves the screen 
Delayed Scroll setting causes a brief delay before scrolling begins. 

The Third Mouse Button / Right Mouse Button control toggles between four op:; 
what happens when the right or center mouse button is clicked. This viii: 
depending on whether or not Standard or Alternate mouse controls hav- 
selected. The four options facilitate functions found elsewhere for quick use. 
functions are: Undo, Show Field of View, Set Facing, and Active Unit Rep 
the appropriate sections for more details about these functions 

Combat Reporting 

Combat Reporting calls up a Control panel that allows a choice of how combat n 
are reported. 

Report Delays only affects reporting which appears in the Information bar. The d< 
can be set to Short, Tong, or Wait for Click. 



Iniei 




-- ’^eoorU; shoVb a.* 

Full reports are 
- - • a vvvr.dow opens, m : 
-a. followed by a sumr 
^ 'suoroms, scheme wor 


- ^ -,.r-:Fn side the computer r 

- .'ur.jed from here, or born 
. - eompuier play against 

-.he folkwing items; Age Cl H' 


life ..-s S version, copyright infomraf.c 

‘SiCSt ■'r.ngs up a list of weapons. Tne 
.eft-clicktng on its name from '. 
T.eni used in the scenario. 


- up a list of all commands assigne 

^_vu'.ue, and general status for each - 

u - command to show a fully detailed 
: the name of the command opens: 

u cue as reinforcements is listed u 

-' mens a window displaying the am. 

;T This has no game effect, but mav be’ 

■ 0 me game. 

-- :y This option opens up the \ ® 

0 . player’s movement. The map is base 
-fts as arrows pointing in the direction tr 
Ivindow include: Rewind. Done, biop, 
urd to End. 
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Ol oprion allows a choice between Standarz « 

^--ntrols. See the “Using the Mouse” section ~-n:i 
-^.ouse control modes. When using a ;hre- 
-^e center button is ignored and the right nu. 
rnate mode, the center button can be conhe 
tires the selected unit. 

:u,r: option turns auto centering of unit^; c- x< 
tcaii;.- centered if they are off the map when selel 
owng unit is also centered if it falls at the e_ 
me map to jump around some, particularlv n' 
mo^n. If off. units are only centered if a non-bc 
ieit-chcked on, or the unit moves near the eds 

on to turn game sound effects on or off 

in to turn game music on or off 

” ■' between high- and low-resolution grar»; 
ve >peed of play in some cases. 

■ 0 . adjusts the level of detail visible m fire, smoke c 
^0 xwo.r. this off may improve speed of play in some 

: >e: :o Instant Scroll or Delayed Scroll. The instant 
as soon as the mouse pointer reaches the edge d 
-r.-: edge is reached or the pointer leaves the screen ' 

•d -auses a brief delay before scrolling begins. 

= SU Mouse Button control toggles between four c 
-1 -e rig t or center mouse button is clicked. This 
-e. or not Standard or Alternate mouse controls ha 
•dons lacilitate functions found elsewhere for quick use 
^^r-ou- Field of View, Set Facing, and Active Unit Repo: 
..'b .or more details about these functions. 

-p a Control panel that allows a choice of how combat i 

reponing which appears in the Information bar The de 
:ng. or Wait for Click. 


'a'lTl 


-niir be set to Intermittent, Brief, or Full reports. Brief 
' :: casualties, stragglers, and captured resulting from any 
ni l—ninent reports show all combat actions in the Information 
e-: step. Full reports are a combination of Intermittent and 

.r-.rut a window opens, in the top area specific combat details 
a-Tea. followed by a summary at the bottom of the window. 
.:r. reporting scheme works best for you. 

'c.cd.td which side the computer player controls. The side that the 
re changed from here, or both sides can be played by a human 
“"U' -c :ne computer play against itself. 

rtcuc'cs the following items: Age of Rifles, Wespons Database, Connnnands, 

svs version, copyright information, and credits. 

MJaai^Sr bnngs up a list of weapons. The characteristics of any weapon can 
:e-a :v left-chckmg on its name from the list. This can be helpful with 
cuumment used in the scenario. 

ca'.'-s up a list of all commands assigned to the current player, giving the 
r value, and general status for each command, and allowing selection 
jf £7.-:n command to show a fully detailed display of the chosen command. 

: n the name of the command opens the Command Details window. A 
rur.c due as reinforcements is listed with the turn it is expected to arrive. 

opens a window displaying the amount of free RAM available on the 
ff fiSBrr:rc-:c: This has no game effect, but may be useful in diagnosing problems with 
"r "C :he game. 

r -e: ay This option opens up the VCR window which allows a replay of the 
-- <-ng players movement. The map is based on the Overview map, and indi¬ 
te- units as arrows pointing in the direction the unit is facing. The controls for the 
. window include; Rewind, Done, Stop, Forward, Fast Forward, and Fast 

-- vard to End. 
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PLAYING THE GAME 


What Happens During a Game Turn? 

Age of Rifles is played by turns, and in each turn things harre: 

The Game Performs Periodic Checks 

• The game turn clock advances to the next turn. 

• Weather and lighting conditions are updated. 

• Each unit’s capability is reviewed and updated. Supply checks mr 
plies are distributed. Units attempt to hide, build breastworks t 
S tragglers may be reincorporated into units. 

• The computer moves routed units. 

• Reinforcements enter the map. 

• Positions of known enemy units are updated. 

• If the Variable Turn Initiative option is active, the computer detern- 
goes first. 

See the “Periodic Checks” section, beginning on page 36, for more 'j 

Each Player Gives Orders to Their Forces 

First one side, then the other, has a phase to maneuver their units an^ 
bat. To end the phase, left-click on the End Turn button. 

The Game Checks for End of Scenario 

If the conditions for the end of the scenario have been met, the gam.' 
victory points are tallied to determine the winner. If the scenario is Fa 
game moves on to the next turn. See the “End of Scenario” section on: 
more information. 

Game Mechanics 

Scenario Environmental Effects (Rules Option) 

There are several environmental variables that have strong effects on game: 

Ground conditions effect movement costs for entry into most terrain types.: 
units are more affected by soft ground than others. 

There are three levels of lighting: day, twilight (dawn or dusk), and night. Day 
brightest condition. Units can see further in daylight than in other condin: 
Visibility is reduced during twilight, and significantly reduced at night. 


—^ven movement - -- —- 
j-.r.us. viialiiy. and ihe eya-.r' 
.-,5 .-3 aUowance. Each hex 
- hmii of their movement .t..:' 


- ' 'he ^reen level of the unii^ 

-3 particularly tiring. A unit 
-resented by a green arrow or a 
_ - -jnits fight less effectively. 

-t-hitv. A unit's strength and mote... 



. .-ousted. 

r.u dtings that can be done to ma.xnr_- 

- -.ntDer the unit. 

-♦nnishers. 

- .-.ack or March Column, or Disordereu :r' 
:r.u roads if limbered or in March Cocu...'. 

■ - --T be maneuvered by left-clicking on. . 

., Gen moves to the selected hex. The color 
- .- Movement to a green pointer is norm.-.. - - 

.- -■ ^Mers the unit to force march to the desur..- - - 

; 'Gy, a red cursor. Movement between txvc 
' -unation of the lowest cost in movemeiit px - - ' 
-.:-.-e through specific hexes, select shon len^.- - -. 

Combat 

Fire Combat _ 

- unending upon the weapons assigned to the. ... 
G'emv uni at a distance. Whenever a cros^... .- 
' m be ordered to fire on an enemy unit und 
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game 

ns During a Game Turn? 

-?> turns, and in each turn things h^arnc- 

^nns Periodic Checks 

■: -XK advances to the next turn. 

E-hung conditions are updated. 

:s re\iewed and updated. Supply che.- 
Lnits attempt to hide, build breasuve.-.-s : 

-< xdicorporated into units. 

^-"ves routed units, 
enter the map. 

- enemy units are updated. 

—- L-.;:iative option is active, the computer deterrr. 

--section, beginning on page 36. for more rj 

> Orders to Their Forces 

—, mer, has a phase to maneuver their units anc 
--;;-click on the End Turn button. 

• for End of Scenario 

- .nd of the scenario have been met. the garr.- 
yiec :o determine the winner. If the scenario is no: 
r.e.vi turn. See the “End of Scenario” section on ni 


mental Effects (Rules Option) 

...cental variables that have strong effects on game c 

‘ffe-cr mo^■ement costs for entry into most terrain type^ 

- "}■ soft ground than others. 

-gnting; day, twilight (dawn or dusk), and night Dav 
^-nits can see further in daylight than in other condir 
-.mg twilight, and significantly reduced at night. 
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_ y..mce that units can see. Light precipitation reflects haze, 
c’cc hres, and other sources. Heavy precipitation represents 
-.uch more significant effect on game play. 

on frozen terrain, streams are treated as dry; nevertheless. 


' has a given movement point allowance in any single turn 

-cn: status, vitality, and the equipment assigned. A unit can 

o_ Its allowance. Each hex moved has a fixed cost. Units may 
- . :he limit of their movement allowance, however, movement 

the green level of the unit’s movement allowance is called a 
■ ■ and is particularly tiring. A unit which repeatedly moves more 
--.rresented by a green arrow or a green Wallop Bar light becomes 
./.led units fight less effectively, losing 10% of their melee value, and 
- . :: -ntality A unit’s strength and movement rate also begins to drop as 

. w^usted. 

v: .ral things that can be done to maximize the movement capability of units. 

' iimber the unit. 

. rV.rmishers. 

• •. . - : Attack or March Column, or Disordered formation. 

- : .h.jng roads if limbered or in March Column. 

-n - can be maneuvered by left-clicking on any map hex. To the best of the unit’s 
r./~ A then moves to the selected hex. The color of the mouse pointer shows the type 
- -e. Movement to a green pointer is normal movement. Movement to a yellow 

- r orders the unit to force march to the destination. The unit can’t actually move to 
. Aith a red cursor. Movement between two hexes is determined by the computer’s 
cccinnination of the lowest cost in movement points and the shortest distance. In order 
' mo\'e through specific hexes, select short lengths of movement. 

Ciwibat 

Fire Combat 

Depending upon the weapons assigned to them, most units have the ability to fire at 
enemy units at a distance. Whenever a crosshair cursor appears on the map the unit 
can be ordered to fire on an enemy unit under the crosshair. Unless the selected unit 
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is in Square, Disordered, or Defensive formation it is less et] 
hexes in the flank or rear-facing arcs. The color ot the crossnasri 
effectiveness of the fire: 


FIRE CURSOR COLOR 


WTIAPONS EFFECTIVENESS 


Red 

81% - 100% 

Orange 

61%-80% 

Yellow 

41% - 60% 

Yellow Green 

21% - 40% 

Green 

1% - 20% 


Reaction fire is actually divided into four, quarter-turn “volleys' 
is ordered to fire by left-clicking on an enemy unit, the unit fires all 
leys at the enemy unit thus expending its remaining movement. 

Fire Strength 

The fire strength that a unit can direct at any particular target is 
the unit’s formation, facing, troop strength, weapons, troop capability: 
get, environmental conditions, and available frontage. Age of Rifles 
but there are several things that can be done to maximize a units fire 

• Assume a Line or Supported Line formation 

• Dismount or unlimber units 

• Recall skirmishers 

There are also several ways to minimize a unit’s exposure to enemy fire: 

• Dismount or unlimber units 

• Deploy skirmishers if possible. While this has no effect on enemy artiller\- 
nificantly improves a unit’s resistance to small arms fire 

• Enter a defensive posture by assuming Disordered or Defensive Order form3 
town, redoubt, or trench hex 

Units are most effective when firing at enemy units which: 

• Are mounted 

• Are nearby 

• Are in March or Attack Column 

• Are in Square formation 

• Do not have skirmishers deployed 
(except for artillery, which is unaffected by skirmishers) 




Cl "C 

... ■ -.;-7 we-iponf LiL Liny n 
.... .. -- 73 ni;e or the wea; 
rriers are best use; 


11 only firei one 

-T-. ai lour different unit;^ Ann:n.. 
While frantic fire doe? count .t -u 
number of times in one turn - 
iru ■ res - chance equal to tne W- 

lji» ir--un.:ton. If all weapons fire to: tn 
'i-T-.-,-,uninon is depleted. For more tn. 

, r—e - 

- Wuare. Defensive, or Disordereu .. 

- n.u-tacing arcs. 

- -. nance, depending upon untt .an 
ir - Ttav accidentally fire at nearbv ir.em 
n.- - -t can occur in twlight or (espeiua.. • 

=.n .,'.cs Option) 

- 7 ,;d with some kinds of weapons, tm 
■ at enemy units under certain i.i.v . 

fjT-e.” If an enemy unit moves tn... 
x - -• lire combat, and that unit pas5e^ .-.y- 
' tL n: the enemy. (Exception, mounted un... 

, y V fire unless they fail a capabiliu 

I eB-cTS units never engage m frantic fire. 

,mm_.".;;.on Supply (Rules Option) 

- -m only carry a limited amount o am 
, 7-:;howm on the unit Detailed Repon uom 
^-Tition point represents an amount .. 

, ::Tms in the unit for a full turn at standar. 
only carry enough ammunition to fiie k 

TAeapons fired depends upon the ri^be. 

nought to bear, tn ma^' ‘:A.l?ALnuior. t 




















>:’r^trea, Defensive formation it is less d 

or rear-iacmg arcs. The color of the crosshar 
-■r-e r;re: 

-- ^'E-APONS EFFECTl\r\FS-; _ 

81 *- 100 % 

. 61 %- 80 % 

41 %- 60 % 

.. 21 % - 40 % . 

1 %- 20 % . 

quarter-turn “volle>-s « 
the unit fires M 

.expending its remaining movement. 

'-hat a un:t can direct at any particular target b dep 
lacing, troop strength, weapons, troop capabib^: 
^-^■-^...ons, and available frontage. Age of Rifles < 

'.'hat can be done to maximize a units fire 

■ '-PP--ned Line formation 
units 


^ ^ exposure to enemy fire; 

:: possible. While this has no effect on enemy artillen-1 
- - = resistance to small arms fire 

Disordered or Defensive Order forma 
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*. e \v 


■hen firing at enemy units which: 


;ias:K Column 
lunon 

shers deployed 

- is unaffected by skirmishers) 


jmsc-w ::re reaction orders and any remaining movement points, 
Si tri uneir weapons at any mo\hng or firing enemy units within 
-'luv-irn range or the weapons' maximum range, whichever is 
Ip^ iuiL'.::r. orders are best used to defend a position, rather than 


-.::matically, it only fires one volley In theor}^, a unit could auto- 
^ ~juu.' as four different units. Additionally, frantic fire is not subject 
L~~u:. While frantic fire does count against the limit, a unit can fran- 
i number of times in one turn (until it runs out of ammunition). 
in:, ure^. it has a chance equal to the percentage of the unit firing to use 
ir- nuunition. If all weapons fire for the entire turn, there is a 100% 
iTt un'.niunition is depleted. For more information see the “Ammunition 

n >uuare, Defensive, or Disordered formation, units may not fire into 
lur-facing arcs. 

i fmuP chance, depending upon unit capability and visibility conditions, 
irr_s ma\’ accidentally fire at nearby friendly units. This can’t happen dur- 
can occur in twilight or (especially) at night. 

Tides Option) 

^uuirped with some kinds of weapons, including all small arms, also auto- 

_ fP '. :::e at enemy units under certain circumstances regardless of orders. This 

lufeaku Urantic fire.” If an enemy unit moves into an adjacent hex or causes losses 
lii ir_: cv fire combat, and that unit passes a capability check, it is likely to fran- 
cre a: the enemy. (Exception, mounted units and units with hold fire orders do 
fms rar.uciv fire unless they fail a capability check.) If the Allow Frantic Fire option is 
f m-ca c::. units never engage in frantic fire. 

Supply (Rules Option) 

can only carry a limited amount of ammunition. Each units ammunition 
e- 'X :s showm on the unit Detailed Report window after the weapons listing. Each 
iTT.munition point represents an amount of ammunition sufficient to fire all 
icapons in the unit for a full turn at standard combat rates of fire. Most infantry- 
aten only cuiry enough ammunition to fire lor one or two turns. Since the numbei 
:: weapons fired depends upon the number of weapons which can actually be 
-rought to bear, in many cases only a fraction of a unit’s weapons fire. If this hap- 
rens, the chance that the unit’s ammunition is depleted by a point is equal to the 
number of weapons actually firing, expressed as a percentage of the units total 
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complement. Additionally, the chance of depletion is lovs i-rr: 
weapons for fewer than four volleys. If all weapons fire for ctjc 
100% chance that the ammunition is depleted. 


There is a chance for ammunition resupply at the end : 

“Resupply” section on page 37 for more information. 

Ways to avoid running low on ammunition; 

• Artillery units generally carry enough ammunition to avoid rurs^ i 

• Infantr}' units not in defensive posture should deploy skirmishe*? r \ 
limits the number of weapons firing, as well as lowering the exT^rsinr l 
enemy fire. 

• Be careful about giwng units automatic reaction fire orders. Uniis -^irr 1 
are not always selective in their use of ammunition. 


Melee Combat 

Under certain circumstances units can be ordered to assault enenr 
engage them in hand-to-hand (melee) combat. The defender uses iis : 
the first round of melee, but after the first round, firepower is of limitec 
In this kind of fighting, a swordsman is as valuable as a rifleman. Losses 
stragglers, tend to be very high in a melee combat. 


Units must be adjacent to the enemy, and must have sufficient movement £ 
enter the enemy hex in order to initiate melee combat. To order an assault 
moved into an adjacent enemy unit’s hex. To do this, drag the unit in Standuun 
mode, or left-click in Alternate mouse mode. 


The number of attacking units participating in the assault depends on the_ 

orders scope. If formation orders have been selected, all adjacent units of 
command join in the attack. Units stacked together will join to assault if the 
by Stack option is set. Otherwise, only the currently selected unit attacks. 

Melee proceeds in rounds. Any given melee can last a maximum of ten rcc- 
although most end much sooner. At the beginning of each round, the defen: 
units must pass a capability check. If they fail, they retreat from combat and 
attackers are allowed to advance into the hex. If the defenders pass their capa 
ity check, the attackers must then pass a capability check of their own. She 
the attackers fail their check, the assault is repulsed, leaving the defenders in 
session of the hex. If both sides pass their capability checks, a round of mei 
combat occurs. 


The total melee strengths of both sides’ units are added up and adjusted by a ra: 
dom factor. On the first round only, the defending force uses its fire strength to i 
melee strength. If the defender is in a defensive formation, the attacker’s 


lKr£ Uw-. are applied to : 

i melee the strongest 


. f 


-s mm high, however, wearie: 
I), UnTtv-- losses ha^e thei.. - 

- 7 ^ Tirf 'nmnv of the next rouna. 


Lr 


: : :r.e'ee. all suninng unr.i ar. 
_ exception, victorious 

fUu i. r-uuon retain their order. If tr.e 
--r:«ru.-.v '.caving weapons behinc t: 
Ctuii r.cr loses (the assault is repu.s 
positions. The nctoriou; .... 
- • r.i.c ;s reduced, often resulting . 


ucteDO 


J. 


shc. :matic reaction move orders. .. 
-^m.ts moving or firing within the 
iiiTur- : raers" section on page 14 for a tar.: 


7 ' 


f 


js-T si.-enuth. a unit’s melee strength is uc 
utiL ir-.x-'p strength, weapons, troop cap.t' 
eimlates this, but there are several :hi: 
ur.its: 

►tiwuui: -..--cm df they have any spears, swords. s.w 

►W.V'TSjma'e' artillery' units 

, i*tack Column or Square fomration 
Ku m-: enemy troops from their flank or rear 
"a: most of these options also increase a - 


cnous attacker may have the option ot ^apt--- 
-cuung defenders. If the attacker decides to mrj s' 
...uu . nes'^a skeleton, prize crew to man the gum - . 

^ '■■'le to fire the captured weapons, but it nuv ^ ^ 

_ -T stragglers accumulate to form a new urn.: .: y 
m of artillery moves into the hex with tly pnz-. ... ■ ■ 
assimilated into the moving unit. Othenv y .... 
_-med formation and moves the capture yim . r ■ 
■n be used to recover artillery abandoned > ... - — 
Sal gun crew back into the hex with the pnze me 

::om the enemy. 


melea 
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the chance of depletion is Icvs;- 
nar. tour volleys. If all weapons fire for 
he ^Cuunition is depleted. 

■or -nrmunition resupply at the end 

. ..j-jeeS; for more information. 

-’'-s on ammunition: 

^arn- enough ammunition to avoid , 

■- ce:er.s;ve posture should deploy skirmisr-;- • 

■0? weuponi firing, as well as lowering the e.xr'.'-sjT* i 

' automatic reaction fire orders. L'niis 

—-c .r. tneir use of ammunition. 


^■'-inces units can be ordered to assault ene-. ■ 
ao-nar.ri melee) combat. The defender uses 13 ■ 

bu: alter the first round, firepower is of limiteu m 

valuable as a rifleman. Losies 
in a melee combat. 

^.c enemy and must have sufficient movement ah 
: omer to initiate melee combat. To order an assami i 

umts hex. To do this, drag the unit in Stancart 
* ^:e mouse mode. 

"g -r.;-.s panicipating m the assault depends on the 
--- orders have been selected, all adjacent units of th:, 
■^v.-v. L mts stacked together will join to assault if the 
only the currently selected unit attacks. 


"'iier- 


-T' ^ ' o^en melee can last a maximum of ten re. 

>.u ^ oner. At the beginning of each round, the defen 
-Hv check. If they fail, they retreat from combat and 
^^^vance into the hex. If the defenders pass their capa 
then pass a capability check of their own. She 
the assault is repulsed, leaving the defenders in pa 
-- -Mdes pass their capability checks, a round of meii 

> or Doth sides’ units are added up and adjusted by a ra-- 
. -onl), the defending force uses its fire strength to id 
-e...er is m a defensive formation, the attacker’s meled 


■ 'sses are applied to both sides’ units. When more than 
“ a melee the strongest unit on each side absorbs most of 
. •_ high, however, weaker units may take considerable 
- r -.::enng losses have their morale and vitality lowered. Melee 
C-uning of the next round. 

: melee, all surviving units on both sides may become wind- 
As an exception, victorious defending units in Square or 
~m::on retain their order. If the defender loses, his units retreat 
U 7 ’ " ~ leaving weapons behind to be captured by the victorious 
v: . . ha.er loses (the assault is repulsed) both sides’ surviving units 
■ “ 'val positions. The victorious units’ morale is improved, and the 
r. - - m!e is reduced, often resulting in the loss of one or more levels 

.. -..^matic reaction move orders, it attempts to move toward and 
" v::s moving or firing within the distance specified by the order. See 
■ ' :ders" section on page 14 for a table of these ranges. 

■ strength, a unit’s melee strength is dependent upon the unit’s forma- 
^ ’.mop strength, weapons, troop capability and available frontage. Age 
^ ii: .: valates this, but there are several things that can maximize the melee 

^mts; 

'.cm (if they have any spears, swords, sabers, or lances) 

•> - . - '-m anillery units 

• •. . Attack Column or Square formation 

- : ■ _ A enemy troops from their flank or rear 

'.a: most of these options also increase a unit’s vulnerability to fire. 

- V. cnous attacker may have the option of capturing enemy guns left behind by 
■ vaung defenders. If the attacker decides to capture the guns, the strongest unit 

auhes a skeleton, prize crew to man the guns. The prize crew is not immediate- 
v^le to fire the captured weapons, but it may begin to fire the guns as artillery 
. v.v stragglers accumulate to form a new unit. If a unit equipped with the same 
' zc of artillery moves into the hex with the prize unit, the weapons and prize crew 
assimilated into the moving unit. Otherwise the prize crew remains in disor- 
„-med formation and moves the capture guns by prolonge, one hex per turn. This 
be used to recover artillery abandoned by friendly gunners. Just move the orig¬ 
inal gun crew back into the hex with the prize crew to pick up any guns recovered 
irom the enemy 
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Casualties 

Whenever a unit moves or is involved in combat there is a cnarci 1 
tion of its troops. These lost troops are dhnded into permanerr ^ 

Permanent losses are troops who are incapacitated for the 

• Taken prisoner 

• Serious injuries 

• Killed 


Stragglers are unattached troops who are wandering about h'x 
following reasons: 


Small groups of troops which become separated from their uni: : 

visibility while moving or exhaustion from the unit being windea 
Troops detached as message carriers 
Individual soldiers who flee from danger 
Minor injuries 
Simple malingering 


High capability units are less likely to lose troops to straggling than fasrl 
units. Straggling is more common in twilight and at night, and when i 
through woods, brush, village or town hexes — particularly if :ht 
Disordered formation. A percentage of all fire combat and melee Ic-sses l 
stragglers. Troops straggling from units which were surrounded by enenn. 
from recently eliminated units adjacent to enemy forces, are taken priscnji 
becoming permanent losses. If the Combat Report indicates that pnsc’ 
been taken in a situation where it seems unlikely that this would har: 
because some stragglers are presumed to become disoriented and wander 
enemy lines. 


The current number of stragglers can be seen in the scenario report. As timie | 
by, some of these troops automatically rejoin friendly units. Permanent 1 
never be recovered. If the Allow Straggler R^overy option is turned off, all stra 
are treated as permanent losses. 


Unit Capability 

The capability of a unit is checked frequently during the game. Capability is a > 
eral indicator of the performance of a unit, and is based on the units traimj 
experience, morale, and wtality compared with the national average. The units ( 
bility rating is used when a unit is forced to make a capability check. Unit capabil 
is displayed at the bottom center of the Unit Information panel as a “capability ligh 


t irom dark green :c re^. 

' ^ rng :he mouse pointer over nn 
nt'-i arrear in the Information bar 

-c anns general level of milnarr; 
- - .:::n to the units overall eara?:- 
V an:: can assume. 

: c measure of a units premoco c.*.- 
,:ir.jrio to another in a campan— 
of casualties suffered in the p:i'c. 

'i- -fr-e level of motivation of the solcr.e's .• 

■ sr ar.sTi depending upon combat resu.-.i 
~ ar.v other factor when considenng a ur 

__ ; r.'.ality rating. Fresh units ha%e a.. i.>— 
-c essentially asleep on their feet. Ur.::s 
; c movement rates. Whenever a unit rr.o'- 
me .:ss of vitality which is usually reco'. cr 
iir losses are greater at night. Forced maror. 
i _ro.i to become winded, an effect wr.icr. m 
.mo_^ using the Disordered formation recover • 

and supply ratings are fixed from, u-.e n 
ol. capability of your units can be maxinur 
m. oarticularly at night. 

It. Rout, and Panic 

<ar, : me a unit suffers losses due to combat, i: m.u 
T'mu'. -o unit’s capability can be modified b\ -- 
,i leader. 

. ’US failing a capability check must make a bccor.w . 
’e,!-;. the retreat becomes a rout. Routed unite m.-- 
v-.er. retreating, and if they remain routed, atterr.^. 

ured units which fail a third capability che^k ...- 
-ar.d, with all of their assigned troops becoming cas' 

0 a unit IS required to retreat, but cannot comply :: 
-emain in place, but they become winded, sutler ; 
.mality and are considered to have routed. Lnm .. 
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^ — , ""' ^ ^ ^^ combat there is j 

■ ' troops are di\ided into penna_-^*' 

^ --C trc.-ps u ho are incapacitated for the ■ ,, 


troops \\-ho are wandering about 




^ch become separated from their u-.. 

\ j ‘ "■'^haust.on from the unit being umcea ^ 
^ message carriers 


^rs ^^h' 


- -' -iCe from danger 


f ’ose troops to straggling than .t. , 

...lage or .owr, hexes - par,.c„l„|v ,/%' 
percentage of all fire comba, and .rreie; 

--s from units which were surrounded by ene~ 

ent regreT'if ^^^en pnscn 

r. "r \ ‘Combat Report indicates that pnvn 

.ha. .h.s would hrA 

- - ‘ P ^"“^ed to become disoriented and wander: 

in the scenario report. As i- 


-- .eu.i,t> compared with the national average The unitfe 

Infoimation panel as a “capability ligh' 


r-a 




range from dark green to red, and indicates the general 
:: '.rng the mouse pointer over the capability light will cause 
t'' , appear in the Information bar. 

■ ■ units general level of military education and practice. In 
’ " “uuan to the units overall capability this ability determines 

■ - unit can assume. 

_ v e measure of a unit’s previous exposure to battle. Units that 
-.enario to another in a campaign will gain experience factored 
.luce of casualties suffered in the previous scenario. 


rcr 'ne level of motivation of the soldiers assigned to the unit. This fig- 
j ■ ^irvTi depending upon combat results and rest. Morale counts for 
u .i:s any other factor when considering a units capability 

u i •.ciality rating. Fresh units have an excellent vitality, troops with a 
essentially asleep on their feet. Units with a vitality of fair or less 
c movement rates. Whenever a unit moves or engages in combat, it 
-:ss of vitality which is usually recovered at the beginning of each 
-osses are greater at night. Forced march movement and melee com- 
loiurx: - -rut to become winded, an effect which inhibits rest for one full turn, 
using the Disordered formation recover vitality more quickly. 

; and supply ratings are fixed from the beginning of the scenario, but 
' u'u. capability of your units can be maximized by avoiding unnecessary 
particularly at night. 

"cat. Rout, and Panic 

um.e a unit suffers losses due to combat, it must pass a capability check or 
T’mui: A units capability can be modified by its formation and by the presence 
-r . cuder. 

u'^irs lailing a capability check must make a second check. If a unit fails the second 
msfcu. the retreat becomes a rout. Routed units may drop some of their weapons 
w-uen retreating, and if they remain routed, attempt to retire from the battlefield. 
T ‘ uied units which fail a third capability check may partially or completely dis- 
:^md, wdth all of their assigned troops becoming casualties, stragglers, or prisoners. 

: a unit is required to retreat, but cannot comply, it panics instead. Panicked units 
'emain in place, but they become winded, suffer dramatic losses in morale and 
ntality and are considered to have routed. Units in Defensive Order are less sus¬ 
ceptible to retreats and routs. 


7 
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Communications Traces 

Communications traces are required whenever a unit cnectel 
tion from command leaders, and whenever a leader re 
unit is in communication if it can trace a path of hexes free < 
escarpments, and not adjacent to enemy units (unless occu 
If the trace fails, the unit is not in communication with the : 


Leader Capability 

A leader’s capability is based on three characteristics: charisma. 1 
tence. Left-click on the leader button in the Others in Hex panel i 
the characteristics of the leader or to reassign the leader to another! 

If a leader is attached to a unit, that unit’s capability is averae^ ^ 
capability for all game checks. Like most unit characteristics.: 
bravery, and competence are fixed at the beginning of the scenano. 


Incapacitated Leaders 

Unfortunately, leaders are not supermen. They can be incapacii 
action or friendly fire. Whenever a unit takes any losses there is a ( 
on the severity of the losses, that any attached leader may become a 
happens, a “brevet leader” is promoted from the ranks. Brevet leaders' 
tics are randomly determined, based on the standard national characte 
unit of assignment. If the affected leader is the overall formation lead 
ing leaders are promoted to the next highest position in the 
remaining with their unit of assignment. It is not possible for a brevt 
become the overall formation leader unless all original leaders in the ! 
have been replaced. 


Smoke and Fire 

Whenever a weapon with a “battering” factor (most artillery) shoots into ; 


flammable terrain, there is a chance that a fire breaks out. This chance is ^ 
tional to the point blank battering strength of the firing unit, and the ; 
flammable terrain. 


an area of several acr 
t jrra -s urLikely to be affeciec C; 
. zMT. remain in fire hexes, bu: in: 
?'.5ordered formation. Ani.j 
•: of their ammunition 

.'mere likely for any unit in a 
: fe mam.s out or the unit move 

: s;ir:ne. smoke rises from any iire^ 
me vAnd. 


. QCt 

: fire 
may 
V uni 




xks 




r-are performed at the beginnm-a - - 


Woods, brush, town, village, and tall field hexes are flammable. If the arid tile 
in use, woods, brush, and tall field hexes are particularly flammable. A ' 
only burn once. Once a fire goes out the terrain in the hex is no longer consic 
flammable. 


p^Ticea unit rests, recovering some wia.m.- jl i 
rr>s:rU':red units, and units in Defem,. ^ 
t i miin:. .Liter all non-\wnded units have resr.ee 
eu -u-uus. allowing them to rest on later tumrs 

ELLU were "under fire” during the prewous mm 
ms.en from ranged fire. 

^Brtemenls 

t jf-m.m commands which have reached t^.e*. 
^,^^.-^nts at this time. Since there n a 
iTflrlier or later than their expected er/.r.' tui 
r ■-•■on bar at the beginning of the turn in.-.. ■ 

cAho displays the expected amval time c: .ir.v .x 

Urn ~av only enter the map if there is room :o: nner 
I irt nm uses an adjacent hex. Units must enter. - 
. scheduled entry hex. This puts a pra^-^-^- 
-.m a given entr)' hex on any given turn. 

I :o: any reason the units cannot enter the m.m -.-e , 
on each turn until the scenano end?. 

jv-^n the Info menu and select the Commands ■.:cm^ 
:;nily deployed on the map and which are w.-... -x- 


At the beginning of each turn, fires can spread to adjacent, flammable, and do^ 
wind hexes. This is more likely with stronger winds. If there is no wind, fires te 
to spread radially 
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;s not in communication with the 
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..necks. Like most unit characteristic s' V 
are fixed at the beginning of the seer.:- 
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‘ a unit takes any losses there is . 

attached leader may become: 

:s promoted from the ranks. Brevet leadc 
-e:e ...;r.ed, based on the standard national charar- 
leader is the overall formation lear:- 
--C..C .0 the next highest position in the fonr.a- 
r ■ ‘gnment. It is not possible for a brer’ 
• -■'.......on leader unless all original leaders in th. 


• - ..r a battering” factor (most artillery) shoots into a 

ir rV’ ^ i^feaks out. This chance i< - 

-n.x battering strength of the firing unit, and th'e ^ 


^ and 


■,' 7r u If the arid It:.-- 

, , P^ni^tariy natamable, A he-.‘ 

e 3 .... .aoes ou, the tetaatri the hex is „„ lottger eonsi,' 

... I.hel; tnth stronger winds. If there is no wind, fires I 



an area of several acres, depending upon the game 
r vnlikely to be affected by a fire at any given time. This 
'-.mam in fire hexes, but they pay certain penalties; Non- 
r-.sordered formation. Artillery units are subject to caisson 
.: oO'-b-' of their ammunition. Resupply and rest are not possi- 
■..me likely for any unit in a fire hex. These effects remain in 
ms out or the unit moves from the hex. 

.a. smoke rises from any fires. If winds are light, smoke drifts 
wind. 


Chttks 

■.. - ^ are performed at the beginning of each turn; 

mm unit rests, recovering some vitality at the beginning of each turn. 
'_-jred units, and units in Defensive Order, recover more rapidly par- 
:.m. After all non-winded units have rested winded units recover their 
riams. allowing them to rest on later turns. 

were “under fire” during the pre\i.ous turn take cover, reducing the 
:en from ranged fire. 

■ments 

.'.ap commands which have reached their entry turn can entei the map as 
■.-..ments at this time. Since there is a possibility that reinforcements can 
. - -.arlier or later than their expected entry turn, a notice appears in the 
r —.::-.:on bar at the beginning of the turn that they arrive. The Commands menu 
•'- - aiso displays the expected arrival time of any off-map commands. 

r may only enter the map if there is room for them. If their entr)^ hex is filled, 
:'-U uses an adjacent hex. Units must enter on a map edge within three hexes 
-..:r scheduled entry hex. This puts a practical limit of 14 units that can enter 
w. ■ a gi\’en miry hex on any given turn. 

m any reason the units cannot enter the map, the program keeps tiying to enter 
-.em on each turn until the scenario ends. 

nen the Info menu and select the Commands item to see which commands are cur- 
'cntly deployed on the map and wRich are waiting off map as reinforcements. 
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Chain of Command 

Each unit in the game is assigned to a higher level comir^ii 
Effect option is active, each command has one or more leaders 
penalized if the units of a formation are spread so widely thz:' 
leaders’ influence. 

Command and Control (Rules Option) 

Each unit is checked for isolation. If a unit is outside the com 
leaders assigned to its command, or cannot trace a communicimit: 

90% chance that it becomes isolated. Isolated units are limited to 
ment until they restore communication with their leader. 

The command radius of a leader is five hexes for the overall formi 

three hexes for subordinate leaders. The radius is cut in half, and_ 

when checking communications paths to units in woods, brush. 
smoke, or fire hexes. 

It is also possible for entire commands to be unavailable for orders due ^ r 
tion. If a command loses its leader, it becomes shaded over while it reS'ZS 
chance for this is inversely proportional to the overall capability of the:: 
capability formations (poor morale, training, or leaders) and those heav 
in woods and brush hexes are less likely to be available for orders. All fo 
less likely to be available for orders during twilight or at night. High capa. 
tions and those heavily deployed near roads are more likely to be available i: 

All of these effects are cumulative. 

Inactive or reserve formations are never available for orders and are indi 
being shaded over on the map. Reserve commands which have reached _ 
vation turn become available immediately Reserves which have been tn^ 
enemy action are available for orders during the turn following the one ir. ■ 
they were first attacked. 

Static Units 

At the beginning of each scenario, all units are considered to be “static.” A i, 
unit is in direct physical communication with its chain of command. Its locat>_ 
known precisely. This makes it easier for the unit to rest and be resupplied oni 
battlefield. When a unit moves, it loses its static status. On any turn in which a i 
does not move or fire, there is a 10% chance that the units static status is restc 
facilitating supply and restoration of control. 

Resupply (Rules Option) 

Units engaging in frequent fire combat may run out of ammunition during a sai 
nario. In some cases, they may receive new supplies of ammunition if they are 
communication with their commands leader. 


:hree supply sources cr. 

-r szce of the map. In orcei' v: 

■ trace a line of hexes free c. 

' :::: a supply point through . 
':'.v chance for resupph 
—rands have their ammuniucn 

..r.ed or located in woods o: ~r 
.'r. .are static, located near r:.-. 
-..:e.rsed chance of resupply R£^ 
■.-possible in burning hexes A 
x'.er be resupplied. 

; - - supply if it^ is within se\ en . .e 
-.c.v-s of a leader, there are no ene~ 
in combat that turn. 

■'.s that are not on a map edge rep.-, 

-. supply point that has been occupte, 
uu supply until it is retaken by a fr.er. - 
- :h..mge allegiance, because the\ rep. 

.They are unable to pronde supp-t 

. of Stragglers 

... tnendly stragglers are available to re; 
receive replacements from the strap,g. 

: resupply in the current turn. Half ot .t- 
-u:-: small arms the receiving unit cames. 

wted I nit Rally and Retreat 

. - - 'uted unit may rally. The chance for..... 
. utcu units are unlikely to rally. Remember t." 
.irurth.ty of any attached leader, so to impro\e 
.r.h'-'.'.ity leader to the unit. 

.ued units which fail to rally attempt ti. .. 
-cm}- units. If no enemy units are \nsible. t.u- 

..uply point. 

unit which can see a friendly unit rout 
Aulure to pass results in the obser^mg unit be 
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UITUJ 


[^Signed to a higher level co— 
- -'mmand has one or more lea 
i rormation are spread so widelv: 




JT" :■ 


DDtroI (Rules Option) 


-- 3 unit is outside the ::-tc 

-\..mand, or cannot trace a commumcar*,:, 
-^ 0 :.:es isolated. Isolated units are limitec • ■ 

-•e --^..munication with their leader. 

^o: a leader is five hexes for the overall fc~^ 
‘^3ders. The radius is cut in half, ar.-a 
-*-.r.,.ations paths to units in woods, bras.- m 

-~.e ^ommands to be unavailable for ordere d-Jc r 
-eader, it becomes shaded over while it 
^0- .proportional to the overall capability of the Tti 

“‘I her.™, 

rt j likely to be available for orders. All fc 
■ or ers dunng twilight or at night. High cana; 
_^-ep....yed near roads are more likely to be availab) 

are never available for orders and are inci: 
-ne ..ap. Resen-e commands which have reached d: 

^mediately Reserves which have been tr- 
--ie .or orders dunng the turn following the one- 


-^^nano, all units are considered to be “static A 
^^.unication wnth its chain of command. Its loca^ 
ea^er for the unit to rest and be resupplied o^ ■ 

-^.Ta loT r turn in which a'' 

^re L a lO /o chance that the unit’s static status is rest, 
iiKOiaaon of control. 

n) 

fc comba, may run „u, of ammumUon dunng a so 


-: :: inree supply sources on the map in a scenario. In most 
- of the map. In orcier to be resupplie(i, the command’s 
: 73 ce a line of hexes free of enemy units to a supply point. 

. :a supply point through a leader are supplied if they pass a 
. :hance for resupply is equal to the command’s supply rat- 
nands have their ammunition levels restored to the maximum 


r: - .a:ed or located in woods or brush hexes are less likely to be in 
^ - hr. are static, located near roads, in a defensive posture, or a 
.r " .reased chance of resupply Resupply is more difficult in twilight 
a impossible in burning hexes. All of these effects are cumulative, 
m -.ever be resupplied. 

l!i!;» -- w. r m supply if it is within seven hexes of a friendly supply point, in 
. a. as of a leader, there are no enemy units adjacent, and has neither 
aaaed in combat that turn. 

's :nat are not on a map edge represent accumulations of food and 
-“c- - supply point that has been occupied by enemy forces ceases to pro- 
- supply until it is retaken by a friendly unit. Supply points on a map 
.r.ange allegiance, because they represent channels of supply coming 
-ju They are unable to provide supplies when occupied or interdicted. 

of Stragglers 

inendly stragglers are available to rejoin friendly units. Units are more 
receive replacements from the straggler pool at night and if they have 
: resupply in the current turn. Half of all such replacements are armed with 
. m small arms the receiving unit carries. 

liniied Unit Rally and Retreat 

^ " ruted unit may rally The chance for this is based on the unit’s capability 
■ . :ed units are unlikely to rally Remember that unit capability is modified by the 
.: ..riiity of any attached leader, so to improve a unit’s chance to rally, attach a high 
mobility leader to the unit. 

^ uted units which fail to rally attempt to move away from the nearest visible 
.~emy units. If no enemy units are visible, they move toward the nearest friendly 
-s-uply point. 

.vny unit which can see a friendly unit rout must itself pass a capability check. 
Failure to pass results in the obser\dng unit becoming routed. 









Intelligence Gathering (Rules Option) 

Each unit on the map can see enemy forces within a cenjr 
can be seen by a unit is called its “field of view." When i 
wew, it looks in all directions to a distance deteimined bv e: 
and the units movement status and equipment. General'.' 
ther m daylight and clear weather than they can at night or 
can also see farther if they are not moving. 

Anything outside the field of \dew radius of a unit cannot be 
terrain between the unit and a hex can block the units field 
units, towns, woods, and smoke block a unit’s vision. At me 
turn, all units check their fields of view to locate nearby eneir. 
also checked during movement. 

Hidden Units 

Small, dispersed units may begin the game hidden from enemo v 
hidden, the word “hidden” appears in the Active Unit panel. Regard 
matic reaction orders given them, hidden units cannot fire at or be 
units more than one hex away. Units meeting the following critena : 
nario hidden. 

• Total troop strength must be no more than 100 (small scale), 

200 (medium scale), or 400 (large scale). 

• The unit must be in a town, village, woods, brush, tall field, 
or walled compound hex. 

• There must be no other unit in the hex. 

• IJe unit must be Disordered, in Defensive Order, or skirmishing. 

Hidden status is fragile. Ihe following actions can cause units to 
hidden status. 

• The unit moves, fires, or changes formation. 

• Any unit enters the hex containing the hidden unit. 

• Any enemy unit moves to a hex adjacent to the hidden unit. 

Scenarios 

Victory Conditions 

In a nutshell, Age of Rirt.ES is a very sophisticated version of the traditional “i 
ture the flag” game. In order to win a side must control as many objective v 
hexes as possible, while limiting friendly losses and inflicting maximum losse: 
the enemy. 



^ — c^^vzific \4ctor\ 

- . _v-v-; hexes. Check the eve 
. ,; i.'imiliar with the loc.'.v. 

. - first game turn. 

- C'V.nis are awarded: 

^<ciives: Objectives are showr. 

who controls a particular. 
V- -.s awarded to the controlltnc 

- , -.-actenstic. If the word 'EXI 
_ .tr.ced off the map edge wu;v 

-. Doints. Each advanced urn: 

■ /.. noints. 

difference between the stanm 
_ Casualty points are scaled to r 
: - mitially weaker player gets mor 
'ocer player. 

- ' --:c levels of victory'; Debatable. No 

- fi indistinguishable from a draw, li 
-troned as a “Pyrrhic” \ictoiy. 

lit >cenario 

; ends when one ot the following ^o. 

- on one side have been destroyea. 1 
-. -: .’.ed by the surviving force. 

. -vimands on both sides are unavaiiyie ; 

■ k this happens, Age of Rifles signifies: 
- —.age of effective combatants. 

-- tmal turn of the scenario has been com 
.and the scenario continued past the 
"'-^.ditions are no longer valid. Note; It us 
■ '-.non, scenarios, like the battles they repr 
number of turns listed. The final turn is dci^ 
:r or later than listed. 

A player has requested an end to the scenar 












enno 

nit i 

rnen: 

::e.ir 


!? 


(Rules Option) 

- enerrp- iorces within a 

IIS - field of MewP' When i ji*| 
to a distance determined b'. i: 

-^t^rjjs and equipment. Generab'-. 
•'•eather than they can at niGir '* - 
^:re not moving. 


. -.\T. specific victory conditions based on the location, num- 

o' c :::ve hexes. Check the over\iew map and scroll around the 
>:. :n:e familiar wnth the locations of all objective hexes before 
: ~ the first game turn. 

~ roints are awarded: 

I’.^iftfeciives: Objectives are shown in the map window as national 
:a:e who controls a particular hex. Each objective has a victory 


S- an: 
:he:r 


i rr.-. the game hidden from enerr.-. . 

'‘1 the Active Unit panel. RecaV- 
C'" units cannot fire at or >; 

-V- ay. Units meeting the following cnte- 


-i: no more than 100 (small scale) 

- ~ - arge scale). 

-.-.yige, woods, brush, tall field 
nev 

P 

u-:: :r the hex. 

■>rccrca. :n Defensix e Order, or skirmishing. 

Tr.c following actions can cause units to 

c’ .r.arges formation. 

-^i^ng the hidden unit. 


t:e.\- adjacent to the hidden 


unit. 


-.s ^-er)■ sophisticated version of the traditional • ^ 
■y ■ yn ayde must control as many objectn-e ,it 

nen > hisses and inflicting maximum losses 


rx::rc points. 

Tr.e difference between the starting value of all enemy units and the 
vsi/^e Casualty points are scaled to reflect disparities in original force 
ne initially weaker player gets more points for inflicting enemy losses 
: r.ger player. 

te; jpi :r.ree levels of victory: Debatable, Notable, and Brilliant. A Debatable \nc- 
^ .a-Xv'^t indistinguishable irom a draw. If losses are high, a Debatable victoiy^ 
rjic reported as a “Pyrrhic" victory. 

t«f Scenario 

rr'.cno ends when one of the following conditions has been met: 

^r.:i5 on one side have been destroyed. If this happens, all objectives become 
. .TirNled by the sur\'iving force. 

V. .ominands on both sides are unavailable for orders due to loss of command con- 
if this happens, Age of Rifles signifies that both sides must disengage due to a 
fv.crtage of effective combatants. 

The final turn of the scenario has been completed. This condition can be overrid¬ 
den and the scenario continued past the final turn, although scenario victory 
.rnditions are no longer valid. Note: If using the Variable Scenario Length rules 
option, scenarios, like the battles they represent, do not always end in exactly the 
number of turns listed. The final turn is determined randomly and may occur earli¬ 
er or later than listed. 

A player has requested an end lo the scenario. 












■ SCENARIO EDITOR 




h-ir-. :he game. 


The Scenario Editor is designed to assist in creating custom battles 
Rifles. Use the Scenario Editor to personally design or randomly ger 
build units from scratch, assign leaders, and establish objectives. I: 

Scenario Editor allows complete control over the scenario creation p., 
Scenario Editor is a very powerful tool that may be intimidating at firs:, 
tice should quickly increase ease of use. \ 

The scenario creation process consists of several steps. The first two car. 
any order, but both must be done before step 3: 

1. Create a map with the Map Editor. 

2. Create an Order of Battle (OOB) for both sides consisting of units, commar.i^ 
leaders with the Unit Editor. 

3. Deploy the units and establish objectives with the Deployment Editor. 

4. Issue orders. 

5. Save the scenario. 

During the process, the various parts of a scenario can all be saved as maps, orde: 
battle (OOBs), and finally the whole scenario. Only the complete scenario is playa_ 
but sawng the other pieces means that hard work need never be lost. 


The editor begins with the Rifles Construction Options screen. Three buttons penri 


immediate access to the Load Scenario/Unit Deployment screen, the Unit Edito 
screen, or the Map Editor screen. 




, ir.v scenario 
_ loaded or 

next to the 

*^-ei:*r:-:r.s Along the MmMdpSerrr- 
buttons which 
- trj'-: Using the dif- 

—V - ules and button controls, new cur... 

: hexes up to 50x50 hexes. Depenuir.z cr. 
: V'O to 20,000 yards square’. 

r . : map hex by hex can be a slow proee- 
-/^phfy this process, including a ranum*.: 

t: jur.e, controls. 


Tcn ain Tile Management System 

three large squares in the center 
i -'tee palette squares are a wrndoev into 
" different sets of terrain tiles are disp 
- squares. Arrow buttons on either end >. 

Left-clicking on a button loads the cor 
-L- squares above the buttons, while a desc 
-Tiation bar. Left-clicking on the left-ha 

one hie to the right or left, respectivelv. 


: '.r.e a: 
:he Ter 
uvei r 
?: me : 


::e 


Sasic Tiles and Transparent Tiles 

:.-.ere are two primary types of tile, inespe^ 

nd Transparent, 


Sasic hies are all slope, escarpment mar.h 
-.ature of the actual surface by adding e ev 
tiles can only be replaced by other Ba^ 
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''' creating custom batL.; - 

:o personally design or randomly ger - 
jiisigr. leaders, and establish objectives'" r 

scenario creation r:: 
c-.-. tool that may be intimidating at firs; : 


cc- use. 




^ csists of several steps. The first two car 
c'e _one before step 3: 


■or both sides consisting of units, comman. 
cojectives with the Deployment Editor. 


-•■us pans of a scenario can all be saved as maps orde;^^' 
^ -^nme scenano. Only the complete scenano is plava-^ 
^ Tiat hard work need never be lost. 


is Construction Options 


screen. Three buttons penrd 


-- ^cenano/Unit Deployment screen, the Unit Edit. 


pl 

Ito' 

Ii-w. “wilding 

^ 31 .;! T . of the 

;::K : = ixe and 

r...- 

' ^ ms at the 

Oe Across 

K !5iSi’ 

:: omLiar menu 

i::' ■“>.■3'' 

= E: ’. and Info, 

c .. 

r. 33.e different 


r ^ - mm the game. 

3 ny scenario 


^".en loaded or 


next to the 

- 

3 .:ns. xLlong the 

ji l - 

.buttons which 


3 : . Using the dif- 


Rsndom Msp Settings Tile Palette Squares Drawing Mode Buttons 


—:tiles and button controls, new custom maps can be created in sizes 
• d; nexes up to 50x50 hexes. Depending on the scale used, a map can 
r 2.000 to 20,000 yards square! 

3 map hex by hex can be a slow process, so several options have been 
:z : j simplify this process, including a random map generator and automat- 
1 ■ u nng controls. 

t "re Tenain Tile Management System 

are three large squares in the center of the area below the Map window. 

. t'nree palette squares are a vdndow into the Terrain Tile palette. Buttons rep- 
" : :v::ng different sets of terrain tiles are displayed in seven sets of five below the 
~ 3 :::e squares. Arrow buttons on either end of the five buttons cycle through the 
- 5 . Left-clicking on a button loads the corresponding set of tiles into the three 
amette squares above the buttons, while a description of the tile type appears in the 
re’: rmation bar. Left-clicking on the left-hand or right-hand squares shifts the 
rrette one tile to the right or left, respectively. 

Basic Tiles and Transparent Tiles 

Tnere are two primary types of tile, irrespective of the terrain they represent; Basic 
and Transparent. 

Basic tiles are all slope, escarpment, marsh, and water tiles. These tiles change the 
nature of the actual surface by adding elevation, shorelines, rivers, or marshes. 
Basic tiles can only be replaced by other Basic tiles, and only one Basic tile can be 
placed in any hex. 
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The rest of the buttons allow the selection of Transparen: i-iCf 1^' 
selected, the word “transparent” appears in the Information is: 
tion. Transparent tiles can be laid over Basic tiles as well as 
create more realistic terrain. Streams, roads, fences, woods nnivbJi 
redoubts, villages, and fields are examples of Transparent tiles. 

Transparent tiles can be erased using the Transparcm m 
the last button in the bottom row (it looks like j 
S electing this button makes the eraser active. Left-clicking c”* 
more Transparent tiles in it causes the hex to revert to its Basn B 
change Basic tiles, to do this another Basic tile must replace the cm 


r.. - > .::e the "drawing icols. • ■ 

- i • drawing tools. The 




X 


Tilesets 

arid, and frozen. Each one has a separate set of tiles reflecting a rec x 5 ^ 
Clicking on any of these five buttons changes to the appropriate tilese : 

Elevation Level Control 

Up to livx levels of elevation can be placed using slope or escarpmcn: c' 
This control changes the levxl of any slope or escarpment tile prior :: 
When placing elevation tiles, it is a good idea to have the elev^ation dispkx 
on (using the Elev^ation display button from the buttons dowm the righ: 
screen) to avoid placing elevation tiles whose level is inconsistent w t 
rounding terrain. 

Map Reset Buttons 

The clear button removes all Basic tiles from the map. 

The new button removes all Basic and Transparent tiles 
from the map. 

The erase button removes all Transparent tiles from the map. 


Random Map Creation 

The fastest way to create a new map for a scenario is to let the editor 
a random one. The fivx sliders control the five qualities that make up a: 
dom map. They are roughness, roads, woods, habitation, and water. Movir.bj 
slider to the right increases the incidence of that particular type of feature. Lef.J 
clicking on the Random Map button causes the editor to generate a random man I 


U 


- - X simplest, but most time .x -- ■ 
: ::me. 

-x:x fill IS a fast way to place ax^ x 
In order to use this ic--- - 
^ That hex changes to retiex. 

:^vare5 completes the fill process 

i; 

- V. Terrain Blob tool fills the hex 
mxes with the tile appearing m 
r ^ -k a type of terrain is chosen anc 

^.^Tect the tile chosen. Left-clickmz :n 
: . W process and fills the surrounding cex: 

r Draw 

The Line Draw tool facilitate^ dravs- 
• hexes between any hex and the n-.\^ 
-.vohi simplify creating complex : 

nplifies drawing a stream or road from m.: 


Ted r 

The Text tool allows placement ol tex. 

When a hex is selected, a text bar app- 

Pressing Enter places the legend in the m 

' _:nd to be edited or deleted; text cannot be er..-^. 

Pull Ep Mode . 

Pull up mode “pulls’^ the selecieu . .. 

a single hex more than once raise. 
n^cause of another tool called the 
-anges of hills can be made by left-clickmg o.. 
-ontoured elevations. The Pull up and Pu.n . 
:ci-o types of Basic tiles, open tiles and escarr... 
many tiles which could also fit the defmitmr 























SCENARIO EDITOR: Random A4ap Creation 44 


r 

rol 


os ...-,v ;r.e selection of Transpjrer.: 

appears in the Informaticr. '^ar 
^ X Liid over Basic tiles as well =5 : 

_ie..a;n. Streams, roads, fences, wcccs' 

' e.xamples of Transparent tiles 

can be erased using the Transrarin u 
iitton :n the bottom row (it looks ul-c. a 
makes the eraser active. Left-clickinc . 

• .auses the hex to rei’ert to its Bas:. 
iTis another Basic tile must replace the , 


Age of Rifles scenarios can be set ir 
ferent terrain regions: temperate 
^ a separate set of tiles reflecting a retr.-.r 
•-.ons changes to the appropriate uieses 

-n be placed using slope or escarprr.e tr 
an\- slope or escarpment tile prio' ■ - 
!i a good idea to have the elevation d-oiat - 
-Litton from the buttons down the nc- 
- on tiles whose level is inconsistent w.-jti 


-e-noi-es all Basic tiles from the map. 
" --~oves all Basic and Transparent tiles 


- - --enoi-es all Transparent tiles from the map. 

ion 

^ scenario is to let the editor 
qualities that make up a' 

— u " habitation, and water. Mo\ir 

c. u*e incidence of that particular type of feature lS 
-n- ^-ton causes the editor to generate a random mar.' 


the “drawing tools.” Left-clicking on this button cycles 
:: drawing tools. The choices are; 

- ine simplest, but most time consuming way to create a map, one 
a lime. 

Fiffl 

•. : rnatic fill is a fast way to place any one kind of tile over the entirety 
• 'te map. In order to use this tool, a type of terrain is chosen and the 
i.:ed. That hex changes to reflect the tile chosen. Left-clicking on any 
. scuares completes the fill process. 

k>b 

Tne Terrain Blob tool fills the hex selected and the six surrounding 
."exes with the tile appearing in the center palette square. In order to 
: .' L a type of terrain is chosen and the start hex is selected. That hex 
reflect the tile chosen. Left-clicking on any of the palette squares com- 
:T1 process and fills the surrounding hexes with the chosen tile. 


Draw 


The Line Draw tool facilitates drawing linear terrain features by filling the 
hexes between any hex and the next selected hex with the current tile. 
' won’t simplify creating complex figures such as fences or road networks, 
s'mplifies drawing a stream or road from one edge of the map to another. 


IsH 


The Text tool allows placement of text legends for naming terrain featuies. 
When a hex is selected, a text bar appears that can hold up to tw^enty char- 
.:s. Pressing Enter places the legend in the hex. Selecting the hex again allows the 
--nd to be edited or deleted; text cannot be erased any other way. 

Pull Up Mode 

Pull up mode “pulls” the selected hex up an ele\'ation level. Clicking on 
^ hex more than once raises that hex to successively higher levels. 
Because of another tool called the Autofit, or Automatic Contoui, laige hills oi 
ranges of hills can be made by left-clicking on a series of hexes to create smoothly- 
.omoured elevations. The Pull up and Push down modes work only with the first 
two types of Basic tiles, open tiles and escarpment tiles. The open tile type contains 
many tiles which could also fit the definition slope tiles. 
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Push Down Mode 

Push down works opposite to Pull up, by "pusr ~. 
tions of terrain, to a base level of‘T. The Au::--: 
also in effect here to make editing elevations easier. 

Automatic Contour Tool 


Automatic Contouring is on when :r-: 
diamond shape, and off when the d.s- 


group of smaller shapes. 

The Automatic Contouring tool allows the creation of appropna:^ ■ 
hex objects, such as elevations and bodies of water, without h.: v-. 
select each tile. For example, to make a lake or river, select the b.-i 
and move the cursor onto the map. Left-click on three hexes that. .. 
another. After the first two clicks, one hex appears to be solid blue. * .jC 
is half water and half shore. Left-clicking on the third hex creates: 
those three hexes. Automatic contouring has found the appropriate r 
three hex lake automatically, without having to go through e\^eiy sr 
find the ones that fit. Clicking in the hexes around the small lake 
automatically changing the shoreline as needed. Automatic contour 
most types of Basic and Transparent tiles. 

Scenario Scale 


Left-clicking on this button opens a window which allows th. 
of scale for the scenario from one of three ranges: 

• 100 yards per hex/10 minutes per turn 

• 200 yards per hex/20 minutes per turn 

• 400 yards per hex/40 minutes per turn. 

Map Size 

There are sixteen different sizes of map that can be used to make z* 

OF Rifles scenario, from 20x20 hexes up to 50x50 hexes. This : 
opens a window where the selection of map size is made. Clicking on the Ok ^ j 
replaces the current map with a blank version of the size selected. 

Buttons 

On the right edge of the screen is a row of buttons which display information ab:. 
or alter control of units and commands on the Map window. Many of these dun. 
cate functions found on the FilG, or Edit menus. There are also keyboard “hot ke*.■ 
which are detailed in Appendix B. 


unzncnl 


; *.ne scenario. The weather . 

.. -.veil as the amount of precm:’.:.’- 

■ -etermine when dusk and a.tVv- 
--he battles starting and er.U'.r.gJ 
; _ --anable by changing the Game .. 

;' ^ When placing a game us:r. g t 
- ' kuer than the time selected. Tr.-: : 
me End button is used to set ... 

m..tr.o starting and ending times .ns. a-, 
r h® ^ '-■-t'- The smaller the scale, the greater. 

a 100 yard/10 minute fcrr. s 
_ - :-:r. .md whose ending time is 6 PM. 

- 40 minute turn scale it would las: 

IS where the initiative for the first turr. 

] cycles through three choices, the 

-- selected, it becomes the first side to p."..i-'<. 

: scenario name, Age OF RirLEs deten..- 

Ttilf >rder of Battle 

Changes to the Unit Editor screen. 

ifflt Deployment 

This option switches to the Deplo>-m... 
section on page 54 for more informaticr. 

tics Grid Toggle 

The Hex Grid button turns the displav -x: 

Load Map . _ 

This button, and the equivalent r - ... 
window where saved map files can oe .. 


Save Map 


This button and the equivalent File 


menu 
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I' ' to Pull up. bv . 4 

lirr^n.a base level of T. The „ 

—cutting elevations easier. 

•our Tool 

'■-•-emauc Contouring is on when : 
-hape. and off when the s - 

^.jr=g tool allov\-s the creation of approp- .-;, 
bodies of water, without .r.: 


■^-10 :he 


Left click on three hexes thz: 


-Ki. one hex appears to be solid blue 


kett-chcking on the third hex ere— /-iiM 


'"ntounng has found the appropn- 
-rihout hawng to go through e\-er.^ 

HI 1 

■s the hexes around the small lake ..-J 

If '-A 

---eiine as needed. Automatic contc_-_-£ 

r :W—:■ 


outton opens a window which allows 
enano from one of three ranges: 

::e5 per turn 
per turn 
-es per turn. 


mnerent sizes of map that can be used to make - 
..om 20x20 hexes up to 50x50 hexes. This card 

on the Ok b: 

. - tank version of the size selected. 

a row of buttons which display information abz.J 
-- - ...m^ on the Map window Many of these dunh' 
,1.. ■ ""'■e also keyboard “hot kew 


imment 

The Scenario Emironment win¬ 
dow contains controls for the 
Lne scenario. The weather controls allow the wind speed and 
ir* -- ■•• ell as the amount of precipitation and ground conditions. 

r ' determine when dusk and dawn occur on the day of this partic- 
^ ..vz - nai the battles starting and ending time is. The scenario ending 
variable by changing the Game Options menu setting VariabiG 
fPa; In. When placing a game using this option, the scenario end can 
ir:,':' : -ater than the time selected. The Start button adjusts when the 
n r ' -V me End button is used to set both the length and the ending time 

“ -^imario starting and ending times also determine how many turns the 
iv . ran. The smaller the scale, the greater number of turns for a period of 
‘ -m words, a 100 yard /10 minute turn scale scenario, whose starting 
, “ :n and whose ending time is 6 PM, would be thirty-six turns long. At 
i. .m 40 minute turn scale it would last nine turns. 

-.5 where the initiative for the first turn is set. Left-clicking on the First 
- m cycles through three choices, the scenario name, side one or side two. 
v: j- selected, it becomes the first side to phase in the scenario. If the option is 
scenario name. Age of Rifles determines w^hich side goes first. 

•'zm \>rder of Battle 

Changes to the Unit Editor screen. 

f Sife Deployment 

This option switches to the Deployment Editor. See the “Deployment” 
section on page 54 for more information. 

Ajcx Grid Toggle 

The Hex Grid button turns the display of the hex grid overlay on and off. 

Load Map 

This button, and the equivalent File menu option, opens the Load Map 
window where saved map files can be loaded for further editing. 

Save Map 

This button and the equivalent File menu option opens the Save Map screen. 
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Show All Tiles 

Lefl-clicking on this button opens the Shcv 
tiles are displayed at once. 

Elevation Display 

This button toggles the display of each hex's lev . 
building elevations to prevent making improi^: * . 

Edit Description 

This button, and the equivalent Edit menu option, mm - 
briefing text can be entered. When all appropriate :• 
press the Esc key. The text can be saved, discarded, or continue. v 

appended to the scenario only if the scenario itself is saved ahe 

Load Scenario 

This button, and the equivalent File menu option, opem 
window where scenario files can be loaded for further „ 

Save Scenario 

This button, and the equivalent File menu option, opens ' ■ _ ..:*4 
window. Age of Rifles will queiy whether or not this seer.-- 
campaign. Unless the Campaign Information has been edited, click or- • 
down” button. If the scenario is to be the lirst in a campaign, le::-. 
“thumbs-up” button. This opens the Campaigns screen where a nam-. 
campaign can be entered. Once a name has been entered, the wew return: 

\ious screen. This step establishes this scenario as the beginning of the c.m ' 
scenario should now be saved again, to actually “save” the scenario, ar._ " :: 
lelt-click on the thumbs down button when queried if this is the first s. -: v -i 
campaign. Age of Rifles vwll always inquire if this is to be the first scenan^' 
paign, however, this question should only be answered “yes” the first time 
is used to begin a campaign. In order for the campaign to proceed to more 
scenario, links to other scenarios must be set using the Edit Campaign Info op:: - 

Edit Campaign Info 

This button, and the equivalent Edit menu option, allows scenanos 
linked together to form a campaign. A draw or victory by either sU. 
cause the campaign to continue or end, depending on the preferences establif 

If the option Next Scenario is chosen for either side, or as a result of a draw, an m 
appears for a new scenario name. The name of the next scenario must be entf 
this is the scenario that will be loaded as the next engagement for the campac 
Selecting End Campaign for a win by either side, or as a result of a draw, means; 
the campaign ends on that result. 


on allows descnpv.v- 
Save Docums":. Cu 
:or more text entiy. Noie. 
.ampaign links to be es:-v 
: IS separated from the o:n 
: click on the -thumbs-ur 
^ in a campaign. 




' .al Overview hiap winuv.’ 
between that of the Map 
-.ave been placed are showm n 
o nlaced are showm as arrow s\o 

iLcport 

. Report button shows a s\Tlop^ 


Undo button allows the prewo 
^-d to correct errors. 

.-iim to Main screen 

This exits the Scenario Editor ano 
■ at saMng the work in progre^?. 


. -ill Editor 

Unit Editor screen can 
-ched with the second but- 
- b the Rilles Construction 
; * U screen, or by using the Edit 
- of Battle option horn the 
-- - menu. H this option is select- 
b trora the Rifles Construction 
lu.ion screen, it is necessary 
.hoose a scale for the scenario 
-efore actually going into the 
Unit Editor. 

Most of the options in the Unit Editor; 
ply left-click on a button and what it repr 


' SCI 
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- ---on opens the Shc^i 
once. 


Ae display of each hex's 'e'. 


prevent making impro’ 


nano 


equi\-alent Edit menu option, 
entered. \\ hen all appropna:- .‘■.r,- 
—n be sa\'ed, discarded, or conunueJ 
onlv if the scenario itself is saved 


the equi\-alent File menu option, o::^- 
^ ''.v. ..-.no files can be loaded for funkcr e. 


- CC R_'- 

scer.3: 
This c: 
lil C 

e^stjbiis 
ie Save 
^ do\%' 


verjn: 


equn-alent File menu option, opens 
' quen- whether or not this s.e 
Inlormation has been edited, click ,;■? 

•> to be the first in a campaign, let 
P^ns the Campaigns screen where a nanx % 
-e a name has been entered, the \iew retuns 
"Si this scenario as the beginning of the 

: “save” the scenano. a.- 

• ■ -utton when queried if this is the firs' s - 
p'-vavs inquire if this is to be the first scenar 
--euld onh- be answered “yes” the first time 
-^rder for the campaign to proceed to more 
" 'V'ust be set using the Edit Campaign Info op 


- H'Jivalent Edit menu option, allow's scenanc- 
.campaign. A draw or victor)' by either ^ 

.depending on the preferences estab^' 

.:--.-'sen for either side, or as a result of a draw, an 
■ -.'p The name of the next scenario must be en'"- 

- : "Wment for the campa: 

^>de, or as a lesult of a draw; means' 



' 'r:ion allows descriptive text to be entered. Pressing the Esc 
:r:ions; Save Document, Quit Document, and Continue. Continue 
V". ior more text miry. Note: Each scenario must be saved as it is 
ne campaign links to be established. When a scenano with cam- 
aC. :: is separated from the other scenarios to maintain its links to 
Ifo n click on the “thumbs-up" button when queried unless this is 
rcruno in a campaign. 

{ lie 7i.::cal Overview Map window displays the entire map on a scale 
between that of the Map screen and the Micro\iew panel. Any objec- 
:cn ha\'e been placed are shown on this map as small national flags. Units 
“iren placed are shown as arrow symbols indicating lacing. 

ff 

Heport 

"f: A Report button shows a synopsis of editor control options currently 
1 -:iect. 


: ne Undo button allows the previous action to be undone; this can be 
-ed to correct errors. 

im to Main screen 

This exits the Scenario Editor and returns to the Main Menu screen with¬ 
out saving the work in progress. 


nit Editor 

Unit Editor screen can 
'. .iched with the second but- 
on the Rifles Construction 
Ui screen, or by using the Edit 
U' of Battle option from the 
rC' menu. If this option is select- 
from the Rifles Construction 
Iciion screen, it is necessary 
choose a scale for the scenario 
•"efore actually going into the 
Unit Editor. 

Most of the options in the Unit Editor screen are represented by icon buttons; sim¬ 
ply left-click on a button and what it represents is listed in the Information bar at 
the bottom of the screen. 
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The Unit Editor screen is where all units in the garr=e 
mands, are created. Four levels of detail must be conrU. 
using the Unit Editor, the side the unit is on, the un:: 
is attached to, and the leaders who control the comman^ 

Choosing Sides 

The active side is represented by a 
large flag near the top center of the 
Unit Editor screen. The nationality 
that the flag represents is displayed as 
a brass plate button below the flag; 
left-clicking on the flag opens a book 
showing the flags of all of the nations 
included in Age of Rifles. Clicking on 
a flag selects that nation and sets the 
national defaults for Training, Morale, 
and Supply. These numbers appear in 

the appropriate registers as soon as a primary weapon is chosen for 

The active side’s name can be changed to create a nationality that was :r 
game by left-clicking on the brass plate button and typing in the field ul 

Soldier Portrait 

The oval panel in the upper left corner is where the image seen in :. 
panel is constructed. Four pieces of uniform are selected by clicking 
areas of the panel. Clicking on the head displays a variety of unifoi— ■ 
worn by soldiers of the period. Likewise, the chest brings up a displav 
tunics and coats, the legs a display of uniform trousers, kilts, and aborc.-. J 
and the feet a display of boots and shoes. Most of the historical uniforms ■ 'J 
period included in Age of Rifles can be constructed from these pieces. F J 

scenario design a generic soldier of each of the nationalities in Age . J 

appears when that nationality is chosen. 

Two keyboard hot keys have been configured to simplify the process of d: i| 

large forces of similar troops. The g key will “get” or copy the current ponn- 
store it for later use. The p key will “put” or paste the stored portrait until anv^ 
portrait is stored in its place. 1 

Mounts and Limbers | 

a When building a cavalry unit or artillery battery, mounts or limbers mus: 

_ added to the unit. Left clicking on the Mount icon enables horses to be ac: 

to the unit. Cavalry units are automatically assigned one horse per trooper. 




^ IIS 


- designated as -hors^^ c: - 
rans or marched. To creav. . 
—ear when the Mount iccr. .. 

- \.ouble-click on the hor^e 

- :s moved by prolong, one ni 
/ .emselves. 


Age of Rifles scenanos m.n 
- r m the Head button togg.es 
-7 dark. 


- beneath the nationality 

ve two buttons, one of whm: 
^mondar)’ weapon selection ana 
.7 select the primary weapon, w/a. 
: "A to appear where the choice^ 
r:el are presented. Once a weapo.. 
:-uuon above the Weapon T\pe bv.:: 
beiween primary and secondar. 
rave more than one weapon. The •'! 


. ;-he secondary weapon. 



i»n 


Selection and Unit Size 


These weapons include: 

;lee weapons such as sabers, pistols, an 


. All available infantry firearms 
. Artillery and other crew sensed weapon^ 
. .Assorted gunboats and warships 


■■.eapons have different requirements for t.ne 
-nem. Larger, crew-served weapons su.. 
■.veapons are automatically given the nun.. 
issigned. Infantry and cavalr)' melee weap.^ 


weapons work the same. 
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•• litre all units in the 
• . e.s of detail must be ^:r_s:s- 

; ^:de the unit is on. the un;: :iv 
control the comrni-..^ 

'-"nted by a 
'nter oi the 

nationality 
::5pia\-ed as 
ihe flag; 

^ns a book 
ne nations 
-itKing on 
'n sets the 
Morale, 
appear in 
-nn as a primary^ weapon is chosen k; 

to create a nationality that was n.: : 
plate button and typing in the field tha: 


P^r left corner is where the image seen ir. t , , r 
pieces of uniform are selected by clickir.. = - - 
the head displays a variety of unifo.- . 
r-y. Likeyse. the chest brings up a display . - 
uniform trousers, kilts, and abor- ■: 
k- •’tstorical unifoim'^ r 

cnk constructed from these pieces. F 1^ 

lero each of the nationalities in Age 

15 chosen. 

;e yen configured to simplify the process of c-- ^ 

' "^ 9 key will “get” or copy the current'ponr-^ - 

- 'Mil put or paste the stored portrait until ar.; 

yp- mu or artillery battery mounts or limbers must 'v 

“^bles horses to be ad: 
maucally assigned one horse per trooper. 




'.:c designated as “horse” or “field” depending on whether the 
"c guns or marched. To create a field battery, click once on any 
-near when the Mount icon is selected. To add enough horses 
- double-click on the horse head. If no horses are added to an 
: :5 moved by prolong, one hex per turn, to represent the crew 
memselves. 

:n Age of Rifles scenarios can have one of three flesh tones. Left- 
: on the Head button toggles through the skin tone options of 
• dark. 


Airectly beneath the nationality button is a blank brass plate button 
.:COve two buttons, one of which starts with a rifle in it. These are the 
r _ secondar)^ weapon selection and display buttons. Left-click on the left- 
•. n :o select the primary weapon, which should always be done first. This 
:ndow to appear where the choices of Wsapon TypG, WGapon NufTlbGr, InfO 
^: lancel are presented. Once a weapon is selected, its name appears in the 
.. .L button above the Weapon Type buttons. Left-clicking on the name but- 
■g.es between primary and secondary weapons, for those units fortunate 
■ ha\'e more than one weapon. The weapon name button changes to steel 
' :he secondary weapon. 



ipon Selection and Unit Size 

Clicking on the Weapon Type button 
presents a list of weapons which can be 
assigned to the unit. This is also where the 
number of soldiers in the unit is deter- 

ed. These weapons include: 

• -lelee weapons such as sabers, pistols, and lances 

• Ml available infantry firearms 

• Artillery and other crew ser\fed weapons 

• .Assorted gunboats and warships 

Aeapons have different requirements for the number of soldiers needed to operate 
‘.nem. Larger, crew-served weapons such as ships, artillery, and other heavy 
weapons are automatically given the number of crew that they were historically 
assigned. Infantry and cavalry melee weapons and firearms are one per soldier, so 
the number of weapons determines the number of soldiers in the unit. Melee 
weapons work the same. 
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When assigning multiple types of weapons to a unit. ■ 
adding firearms or melee weapons to a unit with firearm- 
not increase the number of soldiers. Adding firearms :: 
with a crew served weapon such as artillery or machine ^ - 
the number of soldiers in that unit. 

When the Ok button is clicked, the large roster pane! 
screen now has one unit listed at the top. It is listed as the '3' ” 
name has already been changed. The phrase (not assigneo 
which means that the unit has not been assigned to a larger 
called a command. 

Weapon Number Button 

The Weapon Number button allows the number of weapons 
be changed, but not the weapon type. 

Info Only Button 

This button lists all of the weapons available in Age of RiflE'-. n; 
weapon opens the Weapon Detail window which displays useful in: 
the weapon such as: 

• The number of soldiers needed to operate it. 

• The movement allowance for a unit armed with this weapon. 

• The weapon’s lethality at various ranges, a relative point value. 

• Any qualifying factors about the weapon, such as “frantic fire” capabilr 

Cancel 

Closes the window without making any changes. 

Unit Name 

The brass plate just below the weapon and uniform panels is where eac; 
named. Click on this button to open the unit name field, which can be ur 
teen characters long. Press the Enter key to assign the name. 

Age of Rifles assigns a default name based on unit size. This generally retie, 
historical designation for a unit of this size. For approximate sizes of his:, 
units, see the “Miscellaneous Definitions” appendix on page 62 . 

Next and Previous Unit Buttons 

Once there is more than one unit, these buttons allow each 
to be selected in succession. 




iLZiristics 

Once a .n 
and wlGP 
are. Units are 
supply and expener. 
nsiic's value at the bottom 
'■mTy capability rating and - 


mne and morale based on exte 
- :: dowm to simulate a vanei> 

m.m the percentage of a full k^az ' 
For most infantry units, thm n.. 

--0. with a full load of two ammur. 

: the unit will start wath no ammvo 


and “Eastern” selections 


car. 


- , -c'/.c sellings can be changed b> 

-CX-. 10 ihe number, or by len by ngr. 
rFor more information on the g.-.n: 
_nability'' section on page 33 . 

■ Copy, and Delete 

The three buttons 
allow units in the r. 
copied, or deleted. 

-ie units with similar characteristics, 
.d be a last resort; once deleted a unu 

ontntflnd Names 

. -.nird brass plate button from the lop^. 
rending on the scenario scale selected u. 
Is started. The default command sizes 



ar-. 


wUxUscale .. 
darclscdG.. 

'0 varcl scale .. 


Regimor.: 

Biigade 

DUision 


Xge of rifles assigns a default name basec 
•he hisioncal designation for a command,. 
cal commands, see the “Miscellaneous Dei- 
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•■’f weapons to a — 

-t.c; weapons to a unit with 
■ ='---di^rs. Adding firearr- 
such as artillen- or ina.'ln ^ '!S 

:r.a: unit. 

*iA. istics 

Once a unit has been outtitted with uniforms 
weapons, step two is to decide how good 
unit are. Units are rated from 0 to 100 in five characteristics: 

?? :-;cked, the large roster pane. - tc 
-^. ed at the top. It is listed as ih-. 'j n h 

cn ^nanged. The phrase (not asS'I'f: w-a *^1 

r..rs not been assigned to a lar;-: - .xi I 

Lility, supply and experience. Left-clicking on each button dis- 
?nstics value at the bottom of the screen. These settings are used 
. unit's capability rating and ability to resupply. Each nation has pre- 
■ -g and morale based on extensive historical research, which can 
dowm to simulate a variety of situations. 

uton fl 

^nts the percentage of a full load of ammunition that the unit starts the 
For most infantry units, this means that supply settings of 80 to 100 

-C .. tT:r-.-^n L\pe. ^ 

--11 with a full load of two ammunition points. Supply settings of 25 or 

V. the unit will start with no ammunition points. 

©, ... ' 1 
- c ’ppons available in Age OF Rifles. ^ .J 

- sta:! window which displa)’s useful-rr- J 

and “Eastern” selections can be used for nations not included in the 

wic settings can be changed by one by left-clicking on the up or down 
to the number, or by ten by right-clicking on the button for each char- 

nccueu lo operate it. ' 

::r a unit armed with this weapon. 

• -- anous ranges, a relative point value. | 

ne weapon, such as “frantic fire" capab:;.' * 

For more information on the game effects of the characteristics, see the 
• .'ability” section on page 33. 

^B ^ Copy, and Delete 

^B ^j buttons below the unit characteristic settings 

^B ^fcBallow units in the roster window to be moved from com- 

i 

^B '.a command, copied, or deleted. Copying units is the fastest way to create 

"^le units with similar characteristics, uniforms, and weapons. Deleting a unit 
. .d be a last resort; once deleted a unit cannot be restored. 

^ ^..e weapon and uniform panels is where eao^ w 
aon ro open the unit name field, which can be u: sr ; 

>s-uie Enter key to assign the name. 

name based on unit size. This generally refleo. ’ 

- - -..It oi this size. For approximate sizes of his::r , ' 

. ^■efinitions” appendix on page 62. 

lit Buttons 

1 

nere is more than one unit, these buttons allow each u , ■ 
:.ected in succession. 

B SiAmmand Names 

B ' . third brass plate button from the top contains a default command description 

■ _. sending on the scenario scale selected in the Map Editor or when the Unit Editor 

1 .IS started. The default command sizes are; 

1 ' yard scale. E^giU^F^ . 

1 _:.:vard scale ....Fugadg . 

1 :c vard scale Division. 

Age gf Rifles assigns a default name based on command size. This generally reflects 
ihe historical designation for a command of that size. For approximate sizes of histon- 
cal commands, see the “Miscellaneous Definitions” section on page 62. 

( 
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Next and Previous Command Buttons 

Once there is more than one comma*-:: 
commands to be selected in succession 



Command Supply and Morale 


Two other supply and morale settings lie below the Com: 
Overall supply and morale for the selected command can be 
settings. Command supply sets the base chance for a unit of ria: 
supply from turn to turn. Command morale establishes that c 
battle is joined; during combat, unit morale is the important ra, 


Command Limit Button 

This button toggles the number of units that 
given command. When the Small Command Tnir 
mand can only be assigned twelve units. When the Large Commirii 
command can be assigned up to forty units. 



Command Assignment 


A unit can be assigned to a command, which is the next largest r. 
organization, as soon as it has soldiers in it. This occurs by clickir.z 
assiQnGd) side of the unit roster. Units are automatically assigned to izif 
mand available based on the Command Limit. 


If there are several units listed in the roster panel and a unit is selectee 
units below it, all units following the selected unit will be assigned alor_ 
unit. Any unit below the first whose assignment is changed can be reass:r 
original command or to a new command. New commands are created : 
cal order starting with the 1st and so on. These names can be edited 
command name button. 


Leader Name 

The final brass plate button always reads “Leader A” when the Unit Editor Z' 
ed. This name can be selected and edited like any of the other name ite 
contain up to sixteen characters. Each new command that is created has its 
“Leader A” and subleaders B through E until they are renamed. 


Next and Previous Leader Buttons 

Clicking on these buttons will cycle through a commands : 
leaders which are listed by a default of Leader B through Le. 

E on a steel colored background. Subleaders are assigned to specific units dun 
the deployment process. 




isanistics 

A leader or subleaders . 
acteristics: chansma. : 
_ar. oe adjusted using the sellings 



^ ~-_;"on opens ihe SaV6 OrdG - - 

"i iiis .an be named and saved for 


:uiion opens ihe Load OrdGf ^ 

:an be loaded for furiher edimng 


CK)B 

: r:j buiion deletes all units listed in me : 
restoration. Age of RlFLE^ asks lo. 


Sides 

Both sides must have at least one unn 
any units can be deployed. Thi::: bu..^ 
nz side available for editing. 


cData 

This displays a summar)^ of the femes a^.^ 
number of troops, small arms. arLn.enc sn 

value. 


This button completes this session 
Map Editor screen. If all the urats or. r-or. ^ 
^^^hen they can be deployed on the map.*• 


I ndo 

Clicking on this button cancels the 


I I Deployment 

Once units have been created for both es : 
the map and given orders; this is called depicy. - 
Ok button to return to the Map Editor scree.. 
from the Edit menu. In order for this process :o^.. 
dom map using the Map Editor. Then cre.v.e .c. 




















5 Command Buttons 

r-x i.-ere is more than one conrr_mc 
''m-inoi to be selected in success; 

Morale 

■d -ornie settings lie below the C:-~^e. 

■ -■’--.e tor the selected command car. oj- 

chance for a units-_;- 
-command morale establishes that.: 

: co-rat, unit morale is the important :a.- - 

utton 

c_;;on toggles the number of units that .ar 
r^command. When the Small Command I-r ari 
.-ea t-a-elve units. When the Large Commar:: 
up to tony units. 

cut 

■ - . -■■mmand, which is the next largest ir-v- ,, 

^ h.ts soldiers in it. This occurs by'’click;r.£ m 

r ^ automatically assigned to tre ■ 

■ - command Limit. 

^ -itcu m the roster panel and a unit is selecica 

■ ■ selected unit will be assigned alora i 

■.chose assignment is changed can be reas.n,-e 
- r.e-.c command. New commands are created 
•---e Is: and so on. These names can be edited . 


. -.-'a\s reads “Leader A” when the Unit Editor u 
.cvttea and edited like any of the other name ite": 
c-ners. Each new command that is created has ru 
■s B mrough E until they are renamed. 

Buttons 

U .m uhese buttons will cycle through a commands... 

are listed by a default of Leader B through Leata: 
.•ound. subleaders are assigned to specific units durq 


larristics 

A leader or subleader’s capability is based on three char¬ 
acteristics: charisma, bravery, and competence. These 
. oe adjusted using the settings here. 

■ -utton opens the Save Order of Battle (OOB) screen where saved OOB 
.an be named and saved for later use. 


lOOB 


-button opens the Load Order of Battle (OOB) screen where saved OOB 
.s can be loaded for further editing. 


OOB 

his button deletes all units listed in the roster window with no possibility of 
IS ' restoration. Age of Rires asks for confirmation prior to deletion. 

Sides 

Both sides must have at least one unit in an Order of Battle (OOB) before 
any units can be deployed. This button makes the Order of Battle for the 
' side available for editing. 

Nrrr Data 

This displays a summary of the forces assigned to both sides including the 
number of troops, small arms, artillery, ships, mounts, units, and relative 
- -'.value. 

IXinc 

This button completes this session with the Unit Editor and returns to the 
Map Editor screen. If all the units on both sides have been assigned to a com- 
-.md, then they can be deployed on the map, and have objectives set for them. 


I ndo 


Clicking on this button cancels the last change made. 


Deployment 

Once units have been created for both sides of a scenario, they must be placed on 
the map and given orders; this is called deployment. From the Unit Editor, click the 
Ok button to return to the Map Editor screen. Select the Edit unit deployment option 
from the Edit menu. In order for this process to make the most sense, create a ran¬ 
dom map using the Map Editor. Then create an OOB for each side using the Unit 














55 SCENARIO EDITOR: DeploymeiU 


Editor. Note: It might be wise to save both parts, the ^ 
something doesn’t quite work out when putting togeth^: 
saved portions makes starting over less painful. 

The Terrain Tile and Drawing Tools are replaced with tr.;: 
the Unit Info display. The first unit in the Order of Battle 
primary' difference is that the Reaction Orders button has 
Mode button, and now says Put units. The Others in Hex pa--. 
selected unit “is off map.” 

The deptoyment mode can be changed using the mode butteW 
units. Left-clicking on this button changes the option between '. 
on the map), Get units (take units off the map). Reinforce (set iLl 
to act as reinforcements and appear in some later turn of the ^ 

(create a supply point for the current side). 

Decide whether or not to put armies m the north and south sect;: 
the east and west. Select a town or road hex as a good starting s~ 
the hex to set the unit down. Notice that the command leader v. ■ 
deployed with the unit. The leader is denoted by the small flag th." 
the unit icon. Set any remaining units in hexes around the first 
Remember, any hex can be viewed without giving any special comn 
right-clicking on it. To reassign the command leader to another unit. ^ 
the unit he is currently assigned to, and then left-click on his name as 
the Others In Hex panel at the bottom of the screen. In the window ; 
choose the Change assignment option. Any leader can be reassigned tc'. 
in this fashion. 

Making a Supply Point and Setting Objectives 

To create a supply hex left-click on the Deployment Mode button in the 
mation box currently set at Put units. When the button reads Do supply, a sue 
can be set anywhere on the map by left-clicking; however, for the currer 
mand, just lay one supply hex near the units on the map. When done, clic- 
Deploy'ment Mode button until it reads Put units again. 

Remember that supply points that are not on a map edge represent accumui. 
of food and munitions. One of these that has been occupied by enemy forces 
es to provide friendly supply until it is retaken by a friendly unit. Supply poir.i: 
a map edge never change allegiance, because they represent channels of sur' 
coming from off map. They are unable to provide supplies, however, when c.. 
pied or interdicted. 

Left-click on the map to place the units from the first side. When all units are placi. 
the Information Bar signifies that it’s time to set the command objectives. Five objc, 
tive hexes are allowed per command, although there are rarely more than one or tv 



• p-juing down an objective ' 
-"'.e left-click on any map hex. i 
^ tj, -obj. ^5 . Go ahead -in,.. .- 
.J noint on the opposite side a: 
'■".mand follows this path o;. 

.etives IS just as simple; left-CiU.-c :■ 

- rlaced objective. When an ob;c.-;- 

- it are also removed. 

directs the computer's units a.vr.; 
; any route to the final obi e.;. 

:; relative to their importance in ; * - 
'..'int for the computer player. 

'^a^ ijcctive 

:;.yK on the Edit Objective button ar.a. 
. am 1 to 250. As soon as an object;- -: 
■pears on all maps as a flag. Initial . ■ ■ 
where it is placed, and each ?iuc- 
;-.e scenario for whoever is in possession 

"ectn-es with point values appear pla.ee 
-x_£nario is created with multiple comn..-...- 
. .ves. but take care not to place too mm 
nsh as it attempts to track them all. Wai... . 
- -.-es are set. These are the hexes that the ee 
mposing side must defend. It is a good ide.i ; 
^-mads, or some other easily identifiable le.;;-. 
-Exit' hex. It must be the highest numbered 
-.d must be placed on the edge of the map. 

Orders 

. Hv the current side must 
-■e given its orders. Select 
ine Commands option from 
the Into menu. The right side 
button on the pop-up menu 
shows the default orders. 

Defend normally. Left-click on the button ic . 
ly. Do this for all commands on the list. N. 
their final objective. Click on the comma., 
mand and iheir status. 







1 
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^ save both pans, the 

J " - r- -ear when putting to^erhe' 

less painful. 

i:' ' replaced with :ae ^eirh 

^ nrst unit in the Order of Baul 001^^ 
-=- '-r.e Reaction Orders button has nec.-ffi-cf 
■; jnits. The Others in Hex na-e: stfr^ 


ear. 


.nanged using the mode bumc. .ac- 
‘'v.t’on changes the option between rcS 


off the map). Reinforce (set in- 
appear in some later turn of the s^enan.® 
r.'.i narrent side). 


"Till 


.rl 


?'a: a.nraes in the north and south sect 
^ ^ road he.x as a good starting 
_^-v. Notice that the command leade^r w.« gr 
• -eader is denoted by the small flao 
suir.-.r.g units in hexes around the first h- ;c? 
h rwithout gi\'ing any special con-.-n.a- 
- :.nc command leader to another unit --?■ 
and then left-click on his name as “ 

"jnom of the screen. In the window t.ha 
..on. Any leader can be reassigned to 

1/ anti Setting Objectives 

cn the Deplo)ment Mode button in the uaifc 

1 supply, a suni3*1 

a-- map by left-clicking; however, for the rarrer^* 
r^x near the units on the map. When done, click < 

—— reads Put units again. 

- as are not on a map edge represent accumukw 

r occupied by enemy forces 

: -n-.o It IS retaken by a friendly unit. Supply poin^di 

"'h'-'"''!, represent channels of sups^: 

■ 1 C ....a e to provide supplies, however, whef octs^ 

units from the first side. When all units are placed 

Sr command objectives. Five objec- 

^c..a.na. although there are rarely more than one or t\4 




- Putting down an objective on the map is identical to putting units 
smmle left-click on any map hex. The objectives which are placed start 
“ xvc CO to "Obj. #5T Go ahead and lay dowm a “path” of objective hexes 
; v.'me point on the opposite side of the map. Under computer control in 
wi :.?mmand follows this path of objectives to the “final objective. 

'cectives is just as simple; left-click on an objective hex a second time 
mv placed objective. When an objective is removed, all objectives num- 
£7 than it are also removed. 

ve'.v directs the computer’s units along a predetermined path. A human 
‘oiiow^ any route to the final objective. Objectives can also be assigned 
'■jLvrs relative to their importance in the scenario to make them more than 
i!. r. ooint for the computer player. 

[' Objective 

Click on the Edit Objective button and a window opens that assigns values 
from 1 to 250. As soon as an objective is assigned a point value of at least 
I jnpears on all maps as a flag. Initial ownership is based on which side placed 
rr ective, where it is placed, and each side’s orders; all points are awarded at the 
.x :he scenario for whoever is in possession of it then. 

C?rr objectives wflth point values appear placed on the map when playing the game. 
1 i f>.enario is created with multiple commands, each one may have its own set of 
jrir:-^:i\*es, but take care not to place too many objectives or the game may become 
’iugesh as it attempts to track them all. Watch carefully where the highest numbered 
rr eawes are set. These are the hexes that the cun'ent command must attack, and that 
Tr: opposing side must defend. It is a good idea to make the final objective a towm or a 
. 7 :ssroads, or some other easily identifiable feature. If an objective hex is to be used as 
IT. "Exit” hex, it must be the highest numbered objective assigned to that command, 
iT.j must be placed on the edge of the map. 

Oiders 



Sow the current side must 
:)e given its orders. Select 
:he Commands option from 
the Info menu. The right side 
button on the pop-up menu 
shows the default orders. 

Defend normally. Eeft-click on the button to cycle through the orders to Attack normal¬ 
ly. Do this for all commands on the list. Now/ the commands have orders to attack 
their final objective. Click on the command name to view the units in the com¬ 
mand and their status. 
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Left-click on the Ok button to finish this sides orders. . hi- Mr m 
attack, and the other side needs an objective to defend. 

The Switch Sides button is the last button on the nzrr 

'^0 switch sides. Change the Deplo}—-:-,: Vfjv^i 
units and place all units around the objective hex which is i.^sf EC? 
objective. Change the Deployment Mode button to Do supp i-c 
on the objective hex as well. Now select the Commands opiicr. 

Give all commands orders to Defend normally. Lastly change the 
button to Pul unils. Place one objective hex for each command r. cL? 
hex as the other side’s final objective. If this has been done 
should defend this hex and the other side’s units should attack u v.-is f 
is played. 

Tuning the Artificial Intelligence 

Commands are given orders in this fashion to give the artificial in:; 
directive lor how to participate in the scenario. Each setting has twe 
word determines a unit of that command’s general activity the sec.'n; i?-- 
unit’s vigor in carrying out the first order. 1 

The primary orders settings consist of general orders that determine h.-Tii 
mand, and thus the unit, begins the scenario, and what it is intendi ” 
context with the assigned objectives. These orders are: 

• Defend. Units attempt to prevent the loss of objectives to the opposing side’s !c~.c: 

• Attack: Units attempt to take enemy held objectives. 

• Support. Units assist friendly units either attacking or defending assigned objecz-c 

• Scout. Units attempt to make and maintain contact with enemy forces in the 
assigned objectives, while avoiding engagement. 

• Wait: Computer controlled units begin the scenario inactive, then activate h 3 
assigned objectives when attacked. A human player’s units have attack orders. 

• Hold: Computer controlled units begin the scenario inactive, and are activated i 
attacked: however, they will only defend. A human player’s units have defend orders. 

• Reserve: These orders are similar to Hold orders, but apply to a human player as i 
the computer. 

• Delay: These orders are similar to Wait orders, but apply to a human player as u t-f 

the computer. fl 

-- 1 ' 



'.vhich define how Ggoroush the 
Cniis avoid overexeriion and lOs; . 
n-iis move up to the limit of norr.'.. 
; d nits will fire, but not engage u. .■ 

,.-sis: Units move the full extent o. 

^ range is reached, then launch an .-a 

L nits 

- c Aait, Delay, Hold, or Reseiwe .wc 
are attacked by an enemy unit, or t 
,:.tcked by an enemy unit, thev can 
. :rs beginning the turn after they a: 
.v. the top of the map panel. 



r .uvation turn for units with Wait, ^ 

—^.and Details window. Click on the Cen.-. - . - 
mtmand in the Commands window; wr'.-cr. 
the units of the selected command are 
■ 'ie bottom of the window the aclh ation lu., 

- Lions. Uniis become active on turn six bv ae:a 

buttons.. 

Reinforcements ^ 

■- order to have units enter the map on some t^.— 
--ev must be set up as reinforcements using tn. ' r 
" .nimands with Wait, Delay. Hold, or Reserc'e oruer. 
me map to begin with, but enter on or near , . 

After selecting a command that is 
Deployment Mode. Scroll to the edge ol t e 
the command to enter. This could be a stramc^. 
oenerally be on a road or at a map edge supF-,-^ ‘ 
Ljective #1. This defines where the com.^.ar._ 
place other objectives to act as a path for . . 
objective. Select the Info menu item Comma 
ihe words “Reinforcements set.” Give the ecu... 
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■ JC V"'' li I' 



- .. -inish this sides orders T-.- - 

-:-e Hiias an objective to defend. 

'"-““'-■'n is the last button on the -- 

- sides. Change the Deplojir.--' 
^s arcund the objective hex which ;s 

-^'.'■'nrent Mode button to Do Supp > -• 

- -Vi... xow select the Commands opt^c- 
^rsjo Defend normally. Lastly, change tr. 
'“t ^. ^e cbjectit e hex for each command 

-'’M^ctive. If this has been done _■ 
the other sides units should attack; 


[nicUigence 

;r. this fashion to give the artificial , 

W-jpare in the scenario. Each setting has m: 

c- :-"at commands general activity, the seccrc 
the iirst order. 

-'nsist of general orders that determine .h- 
y >cc;r.s the scenario, and what it is inten_t 

- - These orders are; 

- / ‘of objectives to the opposing side's 

held objectives. 

- • cither attacking or defending assigned objecr.ns. I 

..r., maintain contact with enemy forces in the 

- ‘ engagement ^ 

■p umis begin the scenario inactive, then activate r, 

.-t human player’s units have attack orders. 
j. .>::rs begin the scenaiio inactive, and are activated 

- ■ Jetend. A human player’s units have defend order-: 

:c Hold orders, hut apply to a human player as v. 

.-c Wait orders, but apply to a human player as dd 



-rf- -.vhich define how wgorously the above orders are carried out are; 

: Vnits avoid overexertion and loss of communication. 

- Vnits move up to the limit of normal movement, but won't risk becom- 
- Units will fire, but not engage in melee. 

; >sts; Units move the full extent of movement every turn. Units will fire 
-.1 range is reached, then launch an assault if appropriate. 

Lnits 

- c Wait, Delay, Hold, or Reserve orders the entire command is inactive 
are attacked by an enemy unit, or until their activation turn arrives. If 

■lacked by an enemy unit, they can only defend themselves. Units can be 
.crs beginning the turn after they are attacked, based on the turn/time 
at the top of the map panel. 



.i.tivation turn for units with Wait, Delay, Hold, or Reserve orders is set m the 
‘^mand Details window. Click on the Command Details button or the name of 
.c-mmand in the Commands window; when the Command Details window 
the units of the selected command are shown with their oiders and status, 
me bottom of the window the activation turn and time are displayed with - and 
- -"attons. Units become active on turn six by default unless this is changed with 
rr buttons.. 

Reinforcements 

;n order to have units enter the map on some turn later than the beginning of the game, 
mey must be set up as reinforcements using the Reintorce Deplo>mient Mode. Unlike 
commands with Wait, Delay, Hold, or Reseiv^e orders, reinforcements are not present on 
die map to begin vcith, but enter on or near some predetermined time. 

After selecting a command that is not yet on the map, select the RBinforCG 
Deployment Mode. Scroll to the edge of the map and select an appropriate hex for 
the command to enter. This could be a strategically placed empty hex, but should 
generally be on a road or at a map edge supply point. Left-click in that hex to place 
objective #1. This defines where the command attempts to enter the map. Now 
place other objectives to act as a path for the command to follow towards its final 
objective. Select the Info menu item Commands; the command should appear next to 
the words “Reinforcements set.” Give the command orders as described prewousK 
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until It has the proper combination to attack or defer.c 
required. Click on the command name and the Commana T*? 
The line on the bottom reads “Reinforcements enter on turr. ' 
buttons and the time the reinforcements are scheduled to 
button closes this window and sets the time for this reinforcd-ifni!: 


Deplo}mient Editor Menu 


The Deployment Editor has the same three menu options as :ri£ 
Edit, and Info which serve vital functions in the scenario creat:cn zr. 


The File Menu 

The File menu contains options for loading or sa\ing maps, scemmi,-^ 
battle (OOBs). 


Load Map 

This option opens the Load Map window where saved map files ^ar. tcl 
further editing. 


Load Order of Batde 

This option opens the Load Order of Battle (OOB) window where saved v V 
be loaded for further editing. 


Load Scenario 

This option opens the Load Scenario window where scenario files can be j: 
further editing. 


Save Map 

This option opens the Save Map window where map files can be named an^a: 


Save Scenano 

This option opens the Save Scenario window. Age of Rifles will query whe-i* 
not this scenario is part of a campaign. Unless the Campaign Information has! 
edited, click on the “thumbs-down” button. See the “Creating a Campaign”: 
on the next page for more information. 


Go to Main Menu 

This exits the Deplo)mient Editoj and returns to the Main Menu screen without sa-.i 

The Edit Menu 

The Edit menu contains options that peimit the modification of scenario components. 
Edit Map 

This option removes all units and objectives and switches to the Map Editor. 


Cmi Editor for modification o: 
-■ )■ r 

' troops and assign^ obje^- 


:roves all units and objectives 


.ssicn 

rain possession for the purpo^ 


transfers to a screen where -j-p; ■ - 
-ext has been entered, press the i; - - - 

r.nnued. If saved, the text is appended 
no itself is saved afterwards. 


■U’.iign Info 


“v.on allows scenarios to be linker; . . ■- 

- ■•:'v either side can cause the camp.-..^-- 
-:nces established using this window. 


IV Info Menu _ _ 

- ■, -0 menu offers four options; Age 0^ “ ; 

- - '.'emory. These options are explained f-... 


\i\ing the Scenario 

scenario is complete, except for one ... 
-. .rCi the Save scenario option. A w indow apj 
'W conditions, then you are asked when.c. 

lixed or calculated. Calculated victorv .on 
-d distributed to the various objective.. 

. from the values input using the Edit Ob c. 

Select the Calculated option unless values ■.■■■■ 
ine Manual section “Victory^ Conditions, on 


Creating a Campaign _ 

If the scenano is to be the first in a campa.,^ 
when queried if this is to be the first .cer..= .. 
scenano as the starting point, and open. ...r 
new campaign can be entered. Once a namr 
the previous screen. In order for the earn,, 
nano, links to other scenarios must be .e. _ 















SCENARIO EDITOR: Dcpioymciu 60 


.O!r?:na:ion to attack or detent -,:-r 
e -o~n:ar.d name and the Command df--r ,, 
~i reaaj 'Reinforcements enter on turn - ' ia',Ti 
•he retnrorcements are scheduled ic a— : *:7 
and 5eL< the time for this reinfon.-cT;. 


has nne same three menu options as :n, r'.- 
..u. nanctions in the scenario creat;r~ — r 

■ - 0 .^ for loading or saaing maps, seen. - , 


■ -C- '.'a: w-indow where saved map files .rn 


:a: :-;cBattle tOOB) window where sav, 


ec 


-■i-- d.r'an'o window where scenario files a 


can 


window where map files can be named ana ^ 




lO window'. Age of Rifles will query whc:h=rJ, 
^^jmpaign. Unless the Campaign Information ,has ro. 

■>?--down button. See the “Creating a Campaign" scanii 
■or.'nnation. 


Editor and returns to the Main Menu screen withoupsawr, 
-TN _..tt permit the modification of scenario components. 
U..U objectives and switches to the Map Editor. 


>. d'nit Editor for modification of the currently loaded OOB. 


"•.cllt 


^-a;'‘.o\-s troops and assigns objectives for the cuiTently loaded OOB. 




: -emoves all units and objectives from the map. 


<>cSSion 


terrain possession for the purpose of determining initiative. 

Jr. w uvicn 

:::on transfers to a screen where briefing text can be entered. When all 
.rr :c v::te text has been entered, press the Esc key. The text can be saved, discard- 
. ntinued. If saved, the text is appended to the scenario only if the 
^^usino itself is saved afterwards. 

i-h 'jA’^ipaign Info 

' - '^tion allows scenarios to be linked together to form a campaign. A draw or 
^ bv either side can cause the campaign to continue or end, depending on 
T O -::-:nces established using this window. 

L be Info Menu 

^ . afo menu offers four options: Age of Ritles, Weapons Database, Commands, and 
Memory. These options are explained fully in the Into menu section on page 26. 

Sming the Semario 

, ne scenario is complete, except for one final step. Click on the File menu and 
-:lect the Save scenario option. A window appears as Age of Rifles checks the vic- 
'iv* conditions, then you are asked whether or not the value of objectives should 
-e fixed or calculated. Calculated wetory conditions are computed by Age of Rifles 
and distributed to the various objectives. Fixed victoiy conditions are taken direct- 
iv from the values input using the Edit Objective controls. 

Select the Calculated option unless values were assigned to the objectives; refer to 
the Manual section “Victory Conditions,” on page 39 for more information. 

Creating a Campaign 

If the scenario is to be the first in a campaign, left-click on the “thumbs-up” button 
when queried if this is to be the first scenario of a campaign. This establishes this 
scenario as the starting point, and opens the Campaigns screen where a name for the 
new campaign can be entered. Once a name has been entered, the wew returns to 
the previous screen. In order for the campaign to proceed to more than one sce¬ 
nario, links to other scenarios must be set using the Edit Campaign Info option. 
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Edit Campaign Info 

This button, and the equivalent Edit menu option from hr.'-: 

Deployment Editor, allows scenarios to be linked together :: 
draw or victory by either side can cause the campaign to . :r/_m 
ing on preferences established using this vhndow 

The Next Scenario options for wctory by either side, or as a res-^r .t j 
selected for a campaign to last beyond one scenario. When the 
option appears for a scenario name. The name of the next s-c 
entered; this is the scenario that will be loaded as the next engager 
paign depending on the results. Selecting End Campaign for a wm.: 
as a result of a draw, means that the campaign ends on that resu.: 

The Edit Commentary option allows descriptive text to be entered. 
to end text entry. 

Note: Each scenario must be saved as it is linked in order for the car 
be established. When a scenario with campaign links is saved, it is : 
the other scenarios to maintain its links to that campaign. Note: D: 
the “thumbs-up” button when queried unless this is to be the firs: sc 
campaign. 

If any steps were missed in the creation of the scenario, the editor m: 
when it is saved. The scenario or campaign is now ready to play! 

In no way does this tutorial cover every^ option of the Scenario Editor. Et 
with all the functions to utilize the Editors every feature. 


SICES 

A - Miscellaneous Definitions 

eroup of soldiers ranging Iro-' 'n-. 
^ -ins make up a regiment tor a t?r.g.m-.. 

-m artillery unit made up of cannon : 
^ ...-..'twelve. 

T-.vo or more regiments with asscn.a:c- : 
L- cr.ttades were organized into di^^slor.^ 

fffcr- Currently units are assumed to be -..-.-i 
I .'ntbat while not disorgani..ed. 

I k;srTranv; body of men from 50 to 250. zes 

II fiita'>ton; division generally consists of tv.-. 

t^-jcer; Leaders represent Regimental 

:.ent the chain of command supporting 
. • units in a command. Leaders are usea .c 
bodies called commands. They add then ... 
' , . and can function to prevent or recover .. 
■ ,us of their leader are isolated and suffer iin.... 

;_;mber: Crew-served weapons of the nineicx^- 
. .tcs. limbered or unlimbered. Limbered %'.ear- 
- and ammunition caissons m tram beh..... 
'Tpons were unable to fire, and several nr.r, 
eapons for action. An unlimbered we.-., 
deployed, caissons open, and horse te.m> - 
■■e.tpon can only be moved if it is light eno.._^. 

pushed by the crew. This is called -move... 
xxr traversing short distances. 

Mount; If a unit has horses, it is capable ... 
trooper’s equivalent to limbering. Mountec 
have significant advantages in melee comb.t.. 
enemy fhe. 

Regiment; Two to five battalions that fomr m 
Section; A portion of an artillery batter- 

















o 


' -v-i-aien: Edit menu option fro~ •- 
‘; ;^.enarios to be linked tOt;:r.-. - 
'.r r-iae can cause the campaign tc . - 

- ■ ----".ea using this window. 

- Cr r.^tor}' by either side, or as a 
r - --i-'t beyond one scenario. When nv. 

>ver.ario name. The name of the n- 
"ill be loaded as the ne.xt er.;.* 

■ - results. Selecting End Campaign for a - - . 

■■ cans unat the campaign ends on that res.: 

:'n a..ows descriptive text to be enterec - ■ 

-v sa\-ed as it is linked in order for the 

- i..enario with campaign links is saved.u- s, 


ii:*CES 


■ its links to that campaign. Note: D: 
c-en queried unless this is to be the firs: 


-reation of the scenario, the editor : 
- or campaign is now ready to play! 

rud ^ov-er ever)^ option of the Scenario Editor 
■ ■ o:_e the Editors every feature. 


A - Miscellaneous Definitions 

- ^roup of soldiers ranging from one hundred to over a thousand. 

. .ons make up a regiment (or a brigade in some armies). 

vn artillery unit made up of cannon, rockets, howitzers, or mortars, 
twelve. 

f 'liUrtu.: - Two or more regiments with associated support units such as cavalry or 
,ii" • “Vgades were organized into divisions. 

Currently, units are assumed to be “charging” into combat if they enter 
. mbat while not disorganized. 

vanv: A body of men from 50 to 250. Several companies make up a battalion. 

>■ an; A division generally consists of two to four brigades. 

uder: Leaders represent Regimental through Corps level officers. Subleaders 
-ent the chain of command supporting higher ranking officers and controlling 
■ units in a command. Leaders are used to control and direct units forming 
bodies called commands. They add their capability to units under their com- 
-.u. and can function to prevent or recover from rout. Units out of the control 
".._-us of their leader are isolated and suffer limited movement. 

Limber: Crew-served weapons of the nineteenth century could be in one of two 
- .ues; limbered or unlimbered. Limbered weapons were ready for transport, wdth 
Z-ins and ammunition caissons in train behind teams of horses. In this state the 
-eapons were unable to fire, and several minutes were required to prepare the 
■.-eapons for action. An unlimbered weapon is ready to fire, with its crew 
ueployed, caissons open, and horse teams tethered nearby. In this state, the 
weapon can only be moved if it is light enough and has an appropriate carriage to 
be pushed by the crew. This is called “movement by prolong, and is only useful 
:or traversing short distances. 

Mount: If a unit has horses, it is capable of mounting up. This is the individual 
troopers equivalent to limbering. Mounted troops can move very rapidly and 
have significant advantages in melee combat, but they are also quite vulnerable to 
enemy fire. 

Regiment: Two to five battalions that form the foundation for a brigade. 

Section: A portion of an artillery battery consisting of two guns, limbers, 
and caissons. 
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Appendix B - Hot Key List 


Game Screen Hot Keys 

Save Scenario . S 

Load Scenario.I 

Undo . U 

End Turn .6 

Change Unit Icon.i 

Change Wallop Display. W 

Swap Stack.k 

Show Command Radius.X 

Identify Formation.y 

Show Command Details. d 

Show Field of View.V 

Reporting Menu . r 

Open Change Formation .t 

Open Change Facing Window. f 

Change Facing by 1 Counterclockwise . . 

Change Facing by 1 Clockwise. 

Change Orders. 0 

Change Command Scope. C 

End Scenario & Return To Main Screen . . C| 

Music On/ Off.m 

Sound Effects On/ Off.j 

Animation On/ Off. b 

Graphics Rich/Simple.g 

Show Movement Paths On/ Off. p 

Show Movement Limits On/ Off . 3 

Select Next Unit With Movement Points 
(regardless of command 

or number of passes). <space bar> 

Exit Popup Window . <ESC> 

Map Editor Hot Keys 

Save Map . S 

Open Terrain Palette Window. 3 

Single Hex Drawing Mode . d 

Auto Terrain Blob. b 

Auto Contouring On/Off .^ . . . C 

Undo .U 

Go to Unit Editor. 0 

Return to Main Screen .g 

Exit Popup Window . <ESC> 


Unit Editor Hoi 

Change To Prim.:w 
Change To Second- 
Save Order Of Bat:.^ 

Load Order Of Bau'.'^ 

Copy Unit. 

Move Unit . 

Copy (get) Uniform 
Duplicate (put) Unilom- 

Undo . 

Open Nationality Book 
Open Headdress Book 
Open Tunic Book .... 
Open Pants Book .... 

Open Shoes Book. 

Open Mount Book . 

Change Skin Tone . 

Go To Deployment Editor 
Return To Main Menu . . . 
Exit Popup Window .... 


Deployment Editor Hot Keys 

Open Change Formation Winn: ■ 

Change Orders 
Change Command Scope 
Save Scenario 
Load Scenario 
Swap Stacking Order 
Show Command Radius 
Put Unit 
Get Unit 
Set Supply Point 

Open Facing Window. ^ \ 

Change Facing by 1 Counterclockwise . ’ 

Change Facing by 1 Clockwise . 

Set Player Initiative Order. l 

Open Objective Value Window . : 

Identify Formation. | 

Show Command Details. C 

Show Field of View. V 

Select Next Unit 

(regardless of command) .... <space bar> 
Exit Popup Window . <ESC> 


iiiix C - ^^eapon Descriptions 

Pfnsical Charaaaistics 

- / the maximum range at %vhic.n x 
—j have no ranged combat >.apa. .- 
-• fmall arms and machine guns de^.— 

•: 10% at maximum range. Ai. J 
: hex range to 50% at maximum 

rw- d Move: This is the maximum 
1 , - c state. Limbers are the horses anu ca.■ 

,,,, - . -neteenth century. 

, ,-i,^ :^^red Move; This is the maximum a..-: ’ : 
r -ered” state. 

; , -htv; This is a measure of how dar.g-;:. 

- • -.v declines with range. 

ii.er; This is a measure of the weapons am. 

, 'T :: ships. 

--.V Size; Each weapon requires a specu..^^-- 

- In the case of small arms (rifles, -'•'•y 
.c-;er\'ed weapons manned by fewer tmy ^ 

Lced lethality and may be unable to change 

-andard Ammo; Each weapon goes into .0 

- In the case of artillery units, large qu..^. 
wed “caissons.” Individual small arms ca... 

ammunition available, and are subject .. 
f surce is not nearby 

Weapon Special Characteristics 

CNSTR - Canister capable; Due tyhe 
w eapon has dramatically increased lethaaty.: 
hexes, depending on the scenano scaV ^ U... 
mto a huge short range shotgun. Myi t 
rockets and positional weapons _ ' 

information available from within the • 

CR SRVD - Crew served weapon. 
arty - Uses the artillery range tables. 

___ • ££l 14- 4 - r\ limbpr: Some ere* 
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3ace bar> 
<Esc> 


s 

a 

d 

b 

c 
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0 
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<Esc> 


Unit Editor Hot kn% 

Change To Pnmar . - - 
Change To Secor.l.- . *, ir 
Save Order Of Banie 
Load Order Of Bain^ 

Copy Unit. 

Move Unit . 

Copy (get) Uniform 
Duplicate (put) Unifo— 

Undo . 

Open Nationality Book 
Open Headdress Book 
Open Tunic Book 
Open Pants Book 

Open Shoes Book. 

Open Mount Book 
Change Skin Tone 
Go To Deployment Editor 
Return To Main Menu 
Exit Popup Window 

Dqiloyment Editor Hot Kn s 

Open Change Formation Windi 
Change Orders 
Change Command Scope 
Sa\’e Scenario 
Load Scenario 
Swap Stacking Order 
Show Command Radius 
Put Unit 
Get Unit 
Set Supply Point 

Open Pacing Window. f 

Change Pacing by 1 Counterclockwise 

Change Facing by 1 Clockwise . ■. 

Set Player Initiative Order. i 

Open Objective Value Window . . - . z 
Identify Formation 
Show Command Details 
Show^ Field of View 
Select Next Unit 

(regardless of command) .... <space bar> 
Exit Popup Window . <Esc> 


C - Weapon Descriptions 
^ Physical Characteristics 

is the maximum range at which the weapon can damage enerny umts. 
■•-Nms have no ranged combat capability, and are only useful in me ee. The 
.mall arms and machine guns declines significantly from 100% at one 
10% at maximum range. All other weapons’ lethality declines rom 
me hex range to 50% at maximum range. 

m>;red Move: This is the maximum allowed movement for the weapon in its 
' m ' state. Limbers are the horses and carriages needed to move artillery dur- 

r _ ■. nineteenth centur)i 

. lumbered Move; This is the maximum allowed movement for the weapon in its 
' -'oered” state. 

..mality: This is a measure of how dangerous the weapon is to the enemy. 

-. .'.iv declines with range. 

3j:ter; This is a measure of the weapon’s ability to penetrate fortifications or the 
. r of ships. 

-£«■ Size- Each weapon requires a specific number of troops for efficient opera- 

■ ■ - In the case of small arms (rihes, swords, and so on) the crew size is one. 

. -served weapons manned by fewer troops than the optimum crew size suiters 

■ duced lethality and may be unable to change limber status. 

Mandard Ammo; Each weapon goes into combat with a fixed load of ammuni- 
m In the case of artillery units, large quantities of ammo are carried in wagons 
-•lied “caissons.” Individual small arms carried by soldiers generally have much 
;55 ammunition available, and are subject to rapid depletion of ammo if a supp y 
.ource is not nearby. 

Weapon Special Characteristics 

CNSTR - Canister capable: Due to the availability of canister or nance, t 
weapon has dramalically Increased lelhalily at ranges up to 400 yards (one or two 
hexes depend,ng on th seenano scale), araster essentrally turns an arnllery prece 
MO aZ sho . range shotgun. Most held guns can [Ire cantster, but nrortars, 
“ckets and pos.tronafweapons can). This lethahty is already added rnto the ftre 
information available from within the game. 

CR SR’VD - Crew served weapon. 

ARTY - Uses the artillery range tables. 

SP-LMBR - Difficult to limber; Some crew-serc^ed weapons are designed for use 
m the open, and they can quickly be limbered or unlimbered. These weapons are 
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called field guns. Many larger weapons are designed p—.. 
enemy fortifications, as defensive weapons in friendly for.::.._: 
naval guns temporarily assigned for army use while retainir.i; 
riages. These weapons are called positional guns, and are v _ 
limber or unlimber than are field guns. 

NO LMBR - May not limber: Some weapon carriages are 5 
movement on the battlefield. Many nineteenth-centur)^ monan 
tubes mounted on wooden platforms, had no provision for am 
and could not be moved without completely dismantling the we:."- 

F-FIRE - Frantic fire capability: Some weapons are capable of n : . 
tion and fire for short periods of time. This includes all small arm- .o 
guns. In game terms, units equipped with these weapons are capabft ' 

GUNBT, WRSHP - Gunboats, Ironclads and Warships: These v c::. 
ed to lake, nver and sea hexes. Gunboats and Ironclads can enter smiS ' • 
increased movement cost, although with a small chance of running aejc „ 
must remain in deep water. Warships and Ironclads are more resistor,' 

(providing more protection to their crews) than are gunboats. 

FRIGHT - Rockets: Rocket artillery is a bit of a wildcard. Throughwv 

teenth and nineteenth centuries, there was a rocket artillery cult in the E- .. 

Most other forces paid little attention to rocket artillery. Rockets are inhermirr 
curate and can sometimes miss their targets. On the positive side, rockr :: 
spook poorly trained units (particularly cavalry) within 200 yards of born v-n 
and target hexes. 

P-PNLTY - Prone firing penalty: Troops equipped with small arms tend 
cover” when under fire. In the open, this means that most of the troops ass., 
prone position (lay down). Bolt action weapons work just fine this way bu: 
weapons suffer a drop in lethality due to reduced rate of fire. 

HY-EQP - Heavy equipment (Can’t ford, limited mobility off roads): Posi: 
guns and very large field guns suffer from limited mobility. These weapons can 
cross streams at bridges and pay higher movement costs than other equipmtm“ 
when moving off roads. 

MOUNT - Mounted combat bonus: Some weapons (lances, swords, and spe^< 
are more effective in melee cpmbat if used by mounted troops. The advantage - 
lost if the troops are dismounted. 

CHARGE - Charge combat bonus: Lances are much more effective in melee 
combat if used by mounted, lormed troops. The advantage is lost if the troops are 
disorganized or dismounted. 
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--y ..ircer weapons are designee -- - - 
^ e£:ensn-e weapons in friendiv ;■ n ■, _ - 

-y ^signed for army use while reiair in 
■-i are .ailed positional guns, and ar-_ i 
j-". ar-: neld guns. 

t *™ber; Some weapon carriages arc .- - • 

nineteenth-centur}-men,:.- 

■••cer, p.aLtorms. had no pro\ision for am-,. 

M "rS-.out completely dismantling the - T 

capabilit\-: Some weapons are capable c . 
rer.ccs ..-'f time. This includes all small a—- 
equipped with these weapons are capa-: 

inboais. Ironclads and Warships; These . 

I and Ironclads can enter sra . 

-. although with a small chance of running a—- - 
v\„r^hips and Ironclads are more rents'-" 

■ rr. :c meir crews') than are gunboats. 

® of a wildcard. Through . ue i 
ihere was a rocket artillery cult in the F.'v j 
—^^..e.iiion to rocket artillery Rockets are inhe--- - 
n-.iss their targets. On the positive side, re.'-u m 
panicularly cavalry) within 200 yards of betr, 

penalty; Troops equipped with small arms ter.u ■ - 
*r. me open, this means that most of the troops as..,.nri 
= ^Bo.t action weapons work just fine this way. 

■etna.itv due to reduced rate of fire. 

lent tCan t ford, limited mobility off roads); Pcs-. m* 
1 ---. sutler from limited mobility These weapons can mr 
-^y higher movement costs than other equipmr-;: 

•bat ^nus; Some weapons (lances, swords, and speac-- 
w ^- o.-.oat if used by mounted troops. The advantage . 
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Appendix E -Game Play Tutorial ip ■ 

The tutorial scenario provides a short battle with straightfon^ wr T'' 
introduce the Age of Rifles interface. From the Scenarios screen t ' -^1 

called Tutorial. Click on the Play button to go to the Game Optiors *aL ! 

Brass plates reading Confederate and Union are displayed above ‘U;:: r J 
Beneath that is a button which toggles between human and comn.x.c ^ 
each side. Beneath these switches is a slider for how much of an ^ 

the computer player via enhancements to the artificial intelligent-. _v : J 

er to the five medal setting should challenge the most seasoned 
other buttons at the bottom of the screen are for setting Rules Op- x. ■ ' id 
Play Options, starting a Play-by-Email (PBEM) game, starting a retr_- -: 
returning to the Main menu screen. i 

Set the Confederate side to computer control and leave the slider set a: .vet' 

Click on the Rules Options button and click on the double book butter.:: w 

Advanced Set of rules options. This implements all of the rules options rr*.; 

Undo, Automatic Formations, and Automatic Vitality Recovery. After rw-or'-* 
or more games using the more detailed options of command, morale. .Wi: 
offered by the Advanced Set, play using the Basic set for a faster, more rxC (p* 
or pick and choose Rules options to suit. ' \ 

Click on the Ok button to return to the Game Options screen, then click or. :T?r 
button (the starter’s pistol). 

The Situation 

A Confederate contingent is holding a position above a small valley The U: 
sent a similar force, consisting of two regiments of infantry, one regiment of 
and one battery, to dislodge the “Rebel Scum.” Unfortunately for the Union. 
forces are divided with the 1st Battalion and Battery ‘A being separated fro~ jbcI I 
2nd Battalion and 3rd Cav-alry regiments. The Confederate forces need to take Cl 1 
the Union victory hexes^ while the Union forces must prevent this if possible aril 
take the Confederate hexes. Remember that the last player to control an objecn-ft? \ ' 
hex gets credit for it. 1 

Below the menu bar is a window onto the Game Map. It shows an area 10 he.xs 1 j 
wide by 6 hexes tall. Along the right border is a set of buttons. Below the Map v.-.r.- 1 ' 
dow and Status Bar is the Unit Information panel, the Other Units panel, th,' | 
Formation Control panel, and Microview panel. See the “Main Play Screen” section 
on page 10 for more detailed information about these features. 



" ■ left-click on the Show Tactical 0^e^■ .-. 

i . - ..xe an asterisk). This opens a windov. . - . 

and Confederate positions, three Cor.;i_-.: 
> .^present objective hexes for each side. . 

- While not a wetory condition in itseh. :a-' 
-them resupply. The Union side wan.^ 

- .and take the three held by “Johnny Ret: 
Confederate. 



'_£ft-clicking on the Scenario Report button 
below the Show Tactical Ovenhew Map but: :' ^ 
This displays information about the situation. ...t ^ 
in terms of objectives held by either side, the U': -: 
and all active Game Options. At the beginning n : 
puier) side holds three of five objective hexes. " 
level of Metory This information will change .n- n..-- 
Ok button to close this window. 

Reviewing the Troops 

Each unit in Age of Rifles can be represented r. 
Counter icon is similar to a board wargame p.c^t ^ 
bols for infantry, cavalry, or artiller): This i-o' - 
points in one corner, below a s}Tnbol for.. ■ 

arrowhead in the center of the icon indicate-- nn-. 

Another icon is a figure representing the urns 
iniscenl of a wargame miniature. This is 
is a quick way of identifying the nation-.. 
Miniature icon which is the stand icon v.... 
is the Stand icon. 



I- 
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Play Tutorial 

‘ a short battle with straich::' 

interlace. From the Scenarios s,;:-: 

-i" a., nutton to go to the Game 0::: 

; and Union are displayed aU:--. -; 
toggles between human and .:: 
tes IS a slider for how much of ar 
ements to the artificial intelligent 
■uld challenge the most seasone; 
the screen are for setting Rules 
.‘-Email (PBEM) game, starting a 
een. 


ecterar 


. tOi.muter control and leave the slider set a 
■ " ■ -'"^1 click on the double book button 

ons- This implements all of the rules option 
ons. and Automatic Vitality Recovery. Auer 

“ -'re detailed options of command, morale_ 

et. n.av using the Basic set for a faster, more tojai 
“tt-tn^ to suit. 


■et 


■am t.,^ the Game Options screen, then click 


n .utng a position above a small valley The Uruor. S 
- -j. regiments of infantry, one regiment of .tm 
-tne Rebel Scum.” Unfortunately for the Union,: 

-M. 5,ittalion and Battery ‘A’ being separated from 'lU t i 
-m regiments. The Confederate forces need to take a! i ^ 
..e ...e Union forces must prevent this if possible _ 
Rem.ember that the last player to contiol an objecnns 1 : 



onto the Game Map. It shows an area 10 hexes 


ne r 


Unt; 

^ r 


border is a set of buttons. Below the Map v. 
. Iniormation panel, the Other Units panel. 
:cro\iew panel. See the “Main Play Screen” sect 
crmation about these features. 


‘ " v. ieft-click on the Show Tactical Overview Map button on the right side ut 

'!i' ’' .'xC an asterisk). This opens a window over the Game Map which shows the 
" " and Confederate positions, three Confederate, and two Union flags. These 
“ juresent objective hexes for each side. Supply points for both sides are also 
' : While not a victory condition in itself, capturing the enemy’s supply point 
. ^ .5 them resupply. The Union side wants to hold the two objectives they start 
V - and take the three held by “Johnny Reb.” Obriously the opposite is true for 
a . Confederate. 

Left-click anywhere on the 
Overwew Map to close this win¬ 
dow. Mowng the pointer to the 
edge of the Game Map causes the 
riew to shift in that direction until 
the farthest edge of the map is 
reached. Additionally, left-clicking 
on the area of the Microview 
panel corresponding to the area 
you wish to view changes the 
Game Map. 

Left-clicking on the Scenario Report button (which looks like a set of hash marks), 
below the Show Tactical Overview Map button, opens the Scenario Report window. 
This displays information about the situation, the status of the phasing players position 
in terms of objectives held by either side, the Union force status (since they move first), 
and all active Game Options. At the beginning of the scenario, the Confederate (com¬ 
puter) side holds three of five objective hexes, and thus has achieved a “Debatable 
level of victory This information will change as the scenario proceeds. Left-click on the 
Ok button to close this window. 

Reviewing the Troops 

Each unit in Age of Rifles can be represented in one of three ways. One form, called the 
Counter icon is similar to a board wargame piece complete with universal military sym¬ 
bols for infantry, cavalry, or artillery. This icon shows the unit’s remaining movement 
points in one corner, below a symbol for the command the unit is attached to. An 
arrowhead in the center of the icon indicates the unit’s facing. 

Another icon is a figure representing the unit’s main type of soldier on a base, rem¬ 
iniscent of a wargame miniature. This is called the Stand Icon. The color of the base 
is a quick way of identifying the nationality of the unit. The final version is the 
Miniature icon which is the stand icon without the colored base. The default icon 
is the Stand icon. 
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Below the icon is a bar with numbers on it wht.:’^ 
factors useful in combat or maneuver. This is the 
Each unit has two combat strengths: 

Fire Strength: This strength is used to attack enem\’ 
one or more hexes. This strength rating decreases v.c:r 

Melee Strength: This strength is used to attack enemy units in hand-t. - 

In both cases a unit’s strength is based on its formation, overall cv. ^ 
number and type of weapons assigned. 

The Wallop Factor button toggles how these combat strengths are dist 
can be displayed as: fire and melee, the fire and melee values added ; c 
the current move value, or it can be turned off. A colored light on * 
Factor bar displays the units capability level, green for good through re 
poor. A flashing light on the left side of the bar indicates the amount ot ^ 
that the unit has remaining. 

Turn 1 

Union Phase 

The unit in the Unit Information panel is the “1st Union Rifles” (of the 1st Be-’ 
Left-click on the Union flag in the Unit Information panel to center the \ie\v 
1st Union Rifles. They are in the valley below three of the victory objectives: 
with Confederate flags. The two infantry units here represent a command, t: 
group of units that obey the orders of one commander. 




The 1st Union Rifles has a white frame around it indicating that this is the a. - 
unit. Left-clicking on another unit changes which unit is active, as does left->-: r 
ing on the Next Unit or Prewous Unit buttons (figure with left and right poir.:—v 
arrows beneath them), but you should start by moving the 1st Union Rifles. 

Standard movement is controlled using the left mouse button and a technique caik 
drag-and-drop.” Basic drag-and-drop movement works by clicking on a uni:: 
select it, then with the pointer over the unit, press and hold down the left moui^ 
button. The pointer changes to a circle with a number in it. Move the pointer unn 
the destination hex is reached and release the left mouse button to have the ur." 
move to the target hex. While moving the pointer with a unit selected, the pointer 
will change color indicating the exertion level required for movement and the num¬ 
ber decreases as the distance moved increases. A red pointer means the hex is out oi 
reach. Yellow means the hex is in range but requires effort, and green means the hex 
can be reached without tiring the unit. 


1st Union Rifles’ first move, left-click or. 
f in the direction that the unit is facing towo.^ 
: The hex number appears in the Infom:;: 

(Now move the 2nd Union Rifles in the sam- 
. nex up (7,12). 

:-;lick on the Next Command button ta flag w- 
■nd of the 3rd Union Rifles. This is a new ; - 
.. .mine it. Left-click on the Unit button in the fl 
.V opens with the oval portrait of a soldier on _ 
is a list of the number of troops in the unit. 

■n supply, the unit’s formation, the number. 
re formation), remaining movement, melee - 
anges. Beneath that are descriptions ot the units 
ncperience, and overall capability (which is 
le last line describes Maj. Chamberlain and 
mat come any other pieces of information aU'u: • 
■.\inded, this is where this information w ouii.^ — 

return to the Map screen. 

Changing Formation 

The 3rd Union Rifles are somewhat rnlnerar .-. 
first thing to do is to have them move close: 
Hold down the left mouse button while the p". 
pointer until it is over hex 15,8. Now. lelt-^.-*’ 
Status panel. A window appears offering it . 
ported line formation, second from the ' 
providing equal values for fire oi melee ., 
clicked, the unit changes on the map. tnm. 
abreast. Move the 4th Union Rifles over m.: 
tion the same way. Click on the Orderi .. 
until two figures appear there on the button . - 
around it, indicating that you are in orders ^ 
the 3rd and 4th Union Rifles count as the .n 

Now left-click on the button next to the f-i_g - 
Keep clicking until the button reads Nee ^ r 
within one hex of the 3rd and 4th Union Rnk - 
them. What can they see? To find out. leit--:.-- 
ton with the binoculars on it). Vv hat the • - ■ 
what can’t be seen is shaded over. Left-m.^ - ^ 

tion off. Leaving this feature on all the urn-. . -■ 













\;r with numbers on it wn:.- 
'"a: or maneu\-er. This is the 
moat strengths; 

’'ength is used to attack enem*. „ - 
his strength rating decreases vr.:- -rjgi 

c :o attack enemy units in hanc-::-‘^ii 

ased on its formation, overaT o-j 


-C'.v these combat strengths are cl-tvo -tl 
- the fire and melee values added 
■■'•e turned off. A colored light or. t o: 
■:::y level green for good through roc i.- 
e ol the bar indicates the amount o: -; 


0 . IS the "Ist Union Rifles” (of the 1st 
ri: Information panel to center the Mev. x i 
ey below three of the Uctory objectives r-^icil 
rtr.- units here represent a command, trs: a 
‘ one commander. 

me around it indicating that this is the arx^ 
-urges which unit is active, as does left-voc* - 
buttons (figure with left and right poirmi 
-d start by moving the 1st Union Rifles. 

'.g me left mouse button and'U technique caikc 
m movement works by clicking on a urn: :: 
me unit, press and hold down the left mouse 
-e vith a number in it. Move the pointer unm 
e.ease the left mouse button to have the um: 
c :he pointer with a unit selected, the pointer 
-"■n level required for movement and the num- 
mreases. A red pointer means the hex is out of 
:e -sut requires effort, and green means the hex 


■ • C': 1st Union Rifles’ first move, left-click on the unit and ursc i ' - : 

’ m :n the direction that the unit is facing towards the nearest: . m m - 

* 1 The hex number appears in the Information Bar at the co:::m . “ . 

Now move the 2nd Union Rifles in the same direction, so tha: s'l 

■ . : nex up (7,12). 

_ --T.ick on the Next Command button (a flag with an arrow beneath it m uxi m - - 
'um.i of the 3rd Union Rifles. This is a new command, so it might be he.riv.. 

umane it. Left-click on the Unit button in the lower left corner of the screen. A •.■•'.n- 
: w opens with the oval portrait of a soldier on the right and a rifle on the let:, re.: ." 
m: IS a list of the number of troops in the unit, the number of weapons, the ammuni- 
:n supply, the units formation, the number of soldiers able to fire (which is based on 
ce formation), remaining movement, melee strength, and fire strengths at various 
nmges. Beneath that are descriptions of the unit’s levels of training, morale, \italit\i 
ixmenence, and overall capability (which is based on the four characteristics). The next 
IS last line describes Maj. Chamberlain and his impact on the 3rd Union Rifles. After 
that come any other pieces of information about the unit, for example if the unit were 
winded, this is where this information would be displayed. Click on the Ok button to 
return to the Map screen. 

Changing Formation 

The 3rd Union Rifles are somewhat wilnerable in march column formation, so the 
first thing to do is to have them move closer to the enemy and prepare for action. 
Hold down the left mouse button while the pointer is over the unit, and move the 
pointer until it is over hex 15,8. Now, left-click on the Formation button in the 
Status panel. A window appears offering several choices of formation. Choose sup¬ 
ported line formation, second from the bottom. This is a good overall choice 
providing equal values for fire or melee combat. When the Formation button is 
clicked, the unit changes on the map, from one man marching to three men 
abreast. Move the 4th Union Rifles over on top of the 3rd and change their forma¬ 
tion the same way. Click on the Orders Scope button (a single figure of a soldier) 
until two figures appear there on the button. The active unit should have two lines 
around it, indicating that you are in “orders by stack” mode which means that both 
the 3rd and 4th Union Rifles count as the “active unit.” 

Now left-click on the button next to the flag in the Status panel that reads Wait FifG. 
Keep clicking until the button reads Near Fire. If a confederate unit approaches to 
within one hex of the 3rd and 4th Union Rifles, they will fire at them if they can see 
them. What can they see? To find out, left-click on the Field of View button (the but¬ 
ton with the binoculars on it). What the active unit, or stack, can see stays clear while 
what can’t be seen is shaded over. Left-clicking on this button again toggles this func¬ 
tion off. Leawng this feature on all the time is useful but can slow the game down. 
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The next thing to do is move the 1st US Cavalry into a position 
support either infantr)' battalion as needed. Click on the Next Corr.—c ^ 
select, and drag the 1st Cavalry into hex 13,10. ^ 

Finally, move the 1st US Artillery into hex 5,14. Artillery travel “limlx'ic" 

that the gun carriages are towed by horses. In order to be used they 

bered. To do this left-click on the horse-head, or Mount / Limber, butt: r. 

now are deployed, and should be aimed at the hexes marked with a 

flag. All the Union forces have now moved and its time for the ConfeceraK 

to move. Left-click on the hourglass button to end the Union turn and 

you are done when prompted. J 


A window appears that says Turn Complete and lists the turn number, and a 
changes to the situation that occurred during the turn. Click the Ok button 



IC DE 


Confederate Phase 

Since the Fog of War” game option is turned on, the Confederate units are r.y. x^. 
until they enter the line of sight of a Union unit. Another option, Vanabii 
Initiative, determines which side can move based on a number of factors i:-: 
training. Since the Confederate troops were slightly better than their Union ^ t 
parts, they will actually move twice, once at the end of Turn 1, and once ac #"1 
beginning of Turn 2. This may seem unusual, but represents the better soldiers 
to respond to battlefield circumstances more quickly and “seize the initiative.” 

Thus, the Confederate units move and the End Turn window appears before < 
has been spotted by a single “blue belly” 


Turn 2 


Hidden Movement 

The Confederate units continue to 
move, unseen, during turn 2 until the 
Arkansas Cavalry bursts from the tree 
line in front of the 3rd and 4th Union 
Rifles. As soon as they close the dis¬ 
tance, the stack of Union infantry fires 
automatically. A window appears that 
shows the results of the fire as the 
Arkansas cavalry^ rushes past the lines of 
Union riflemen. The Arkansas Cavalry 
undergoes a series of capability checks for having been fired upon. They may rout, 
stand fast, or gain morale depending on the results. If they rout (a likely result), thev 



^ e away from Union infantry, otherwise the;/ mi 
their objective. The number ol killed. w-c'uriZ 
m-.z in a window which appears at the end o: uic 

J : rest of the Confederate forces are siL. 

' : .-rJederate turn, so lets proceed to the L nicn v: 

_ sc the 1st Cavalry to harass the Arkansas Ci'. c- 
objective hexes with the 1st Battalions unic; 
-:h Union Rifles of the 2nd Battalion. 

r'.rst. drag the 2nd Battalion’s stack closer to jcl .• 
;ar as 15,10 without exening themselves much Cb 
->e to Cntr Fire. This enables them to responc wn-:: 

The Cavalry Charge 

Now, drag the 1st US Cavalry over to a hex aa;a- 
have enough movement. Left-click on the i.^. c 
the Arkansas Cavalry; if the pointer is yellovc. 
ment remaining to assault the Confederate ur.:.- 
the pointer is over the Arkansas Cavalrc to roj.... 

A round of combat will occur, followed by a . : 
had to use most of their movement to rea.:r. :: 
tired to be really effective, which the comra: _ 
be repeated as long as the 1st Union Ca\ a;r. 
first fight were not good, further combat may " 

Move the 1st and 2nd Union Rifles up or.:o -,n 
respectively. Once they are there, click on 
the objective flags have now changed to I nior 
Overview and Left-click on the Scenano Rero n 
has become a “Brilliant Union \ ictory. n— 

hold onto these hexes! 

The Union artillery should continue to co'. e: --'i 
shot at the Arkansas Cavaliyt This is all the I nao”. 

Turn 3. 

Confederate infantry units should respona :: : 
Union. Because they have been tra\'eliir.; '.r. ‘.n 
two to get back to where the 1st Battai'or. a- 
cavalry may recover enough to attack me - s: - 
to escape. The 1st Union Cavalry- hasAm j 
should maintain the attack as long as r :ssm.e 

































ne .St US Cavalry into a position -.a -t-n 
: -IS needed. Click on the Next Conn“irc 
iniohex 13,10. 

y into hex 5,14. Artiller}^ travel "limber'C 
?> horses. In order to be used thev mos: m 
e norse-head, or Mount / Limber, bunco 
O’C aimed at the hexes marked with a 0 
-ow- moved and its time for the ConfederiK 
-ass button to end the Union turn and 



and lists the turn number, anc: 
ured during the turn. Click the Ok button: 




on turned on, the Confederate units are net 
! o: a Lnion unit. Another option, Xanahjc Ifea 
^an move based on a number of factors in.jUiA^I 
: :ns were slightly better than their Union co.-ia^ 
csoce. once at the end of Turn 1, and once ie i® 
m unusual, but represents the better soldier's 
-’'ces more quickly and “seize the initiative." 

e ana the End Turn window appears before a 
e 'nedv" 


ccclis lor 


the 


ha\ing been fired upon. They may rout, 
results. If they rout (a likely result), the)' 


— e away from Union infantry, otherwise they may stop in a neano'c \ r " o ^ ^ -. 
r ic their objective. The number of killed, wounded, and stragglers cr. '‘•im mi:. . ' 
sC'd in a window which appears at the end of the combat. 

Tr.e rest of the Confederate forces are still hidden by woods at the mu: " *: 

enfederate turn, so lets proceed to the Union turn 2. 

Use the 1st Cavalry to harass the Arkansas Cavalry, while occup)ing the coru-cuc'- 
.u.e objective hexes with the 1st Battalion’s units and advancing with the 3rc :ru 
-:h Union Rifles of the 2nd Battalion. 

Eirst. drag the 2nd Battalion’s stack closer to the objective hexes. They can make ii us 
:ur as 15,10 without exerting themselves much. Change their reaction orders from Nea" 

- T to Cntr Fire. This enables them to respond when fired upon by enemy units. 

The Cavalry Charge 

Now, drag the 1st US Cavalry over to a hex adjacent to the Arkansas Cavalry, if the)* 
have enough movement. Left-click on the 1st US Cavalry and drag the pointer over 
the Arkansas Cavalry; if the pointer is yellow, the 1st US Cavalry has enough mo\'e- 
ment remaining to assault the Confederate unit. Let go of the mouse button while 
the pointer is over the Arkansas Cavalry to begin the melee. 

A round of combat will occur, followed by a combat display. If the Union cavalry 
had to use most of their movement to reach the Arkansas unit, they may be too 
tired to be really effective, which the combat display may reveal. This process can 
be repeated as long as the 1st Union Cavalry has movement, but if the results of the 
first fight were not good, further combat may not be indicated. 

Move the 1st and 2nd Union Rifles up onto the objective hexes at 8,14 and 9,14 
respectively. Once they are there, click on the Overview Map button; notice how 
the objective flags have now changed to Union flags from Confederate. Close the 
Overview and Left-click on the Scenario Report button. Under Victory Status, this 
has become a “Brilliant Union Victory,” which will remain true if the Union can 
hold onto these hexes! 

The Union artillery should continue to cover the 1st Battalion’s units unless they have a 
shot at the Arkansas Cavalry This is all the Union can do for now On to Turn 3! 

Turn 3 . 

Confederate infantry units should respond to the capture of their objectives by the 
Union. Because they have been travelling in the w^oods, it may take them a turn or 
two to get back to where the 1st Battalion is located. Meanwhile, the Confederate 
cavalry may recover enough to attack the 1st Union Cavalry, or may continue to try 
to escape. The 1st Union Cavalry has the Arkansas Cavalry outnumbered, so they 
should maintain the attack as long as possible. 
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When the Union turn begins, start moving the 2nd Battalions sta^-v - 
woods, to hex 14,12. They should probably encounter one or more • 
units along this path. Move the pointer over the hex containing the -v 
The pointer changes to a set of cross hairs when over a unit that car. ' . 

Both units can be fired at the same enemy or if more than one unit is ■ 
can be delivered to each unit by changing back to “orders by unit” usinc ' ' 

Scope button. Fire both the 3rd and 4th Union Rifles at an enemy unir 

Checking Supply Level 

After all the firing has occurred, use the buttons in the Others in He: - k 

examine both Union units. Check if the supply icon is still present d:s "b 

shaped like a rifle cartridge). If either unit has a slashed circle over this ■ n. H 

have run out of ammunition. They may receive supplies next turn, or nor - 

unit is selected, check their supply level with this icon. H 

Have the 1st Union Rifles advance into hex 7,15 to take the final objective ar.'. ■ 

start heading south towards the Confederate supply point. Meanwhile. :r . ■ 

Union Rifles should also move south. They could encounter Confederate units ■ I 

The 1st Union Artillery should shoot at the Arkansas Cavalry unless a better . I 
presents itself and the 1st Cavalry should keep harassing the boys from Arkar- • 

Tunis 4’10 T 

. t 

By now, several units should be engaged or able to fire at others, most of the ri- "* 
ously hidden Confederate units should be visible. Play out the scenario mmc 
prevent the Confederates from taking back what has been captured. Don't be 5 . ■ 
prised if the first game doesn’t end as you expect; war is a dewlishly unpredicia- 
business. Experiment with other formations and types of reaction orders, don': - 
afraid to retreat from overwhelming odds. A good general rule is that if a fnenc 
unit has a better capability level than the enemy, it should prevail. 

If this seems to complex at first, try replaying the game using Just the Basic Si 
of Rules options, or play from the Confederate side. Most of the important con¬ 
trols and options have been demonstrated, but there are many controls that can 
be configured or used to customize the game to your preference. Age of Rifle^ 
is a flexible, detailed game of nineteenth century warfare with many options. 

Try them all! 
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STRATEGIC SIMULATIONS, INC. LIMITED WARRANTY 


Strategic Simulations, Inc. (“SSI") warrants that the media on which the enclosed program is recorded will be ■ 
defects in materials and workmanship for a period of 30 days from the date of purchase. If within 30 days of pu"‘ 
media prove defecfive in any way. you may refurn fhe media to Strategic Simulations, Inc., 675 Almanor At- 
Suite 201, Sunnyvale, CA 94086-2901 and SSI will replace the media free of charge. In addifion if the me’ ■ 
defective at any time after the first 30 days, return the media to SSI and SSI will replace the media for a minimum ' 
$10.00 plus $4.00 for shipping and handling. California residents, add applicable sales tax, 

SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED. WITH RESPECT TO THE SOFTWARE PROGRAM RECORDED ' 
CD OR DISKETTE OR THE GAME DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE MERCHANTAB' ' 
FITNESS FOR ANY PARTICULAR PURPOSE, THE PROGRAM AND GAME ARE SOLD “AS IS,” THE ENTIRE RISK AS TO THEIR 0 
AND PERFORMANCE IS WITH THE BUYER, IN NO EVENT WILL SSI BE LIABLE FOR DIRECT, INDIRECT INCIDENT^ 
CONSEQUENTIAL DAMAGES RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN IF SSI HAS BEEN ADV.S 
THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF IMn 
NOT APPLYmOuT''"'^^ incidental OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXOLUSIOI 


The enclosed software program and this rule book are copyrighted. All rights are reserved. This rule book may not be c 
photographed, reproduced, or translated or reduced to any electrical medium or machine-readable form, in whole or i;' 
without prior written consent from SSI, The program accompanying this rule book may be copied by the original purchaser m 
necessary for use on the computer for which it was purchased. 

Any persons reproducing any portion of this book lor any reason, in any media, shall be guilty of copyright violatio.' 
subject to the appropriate civil or criminal action at the discretion of the oopyright holder(s). 

©1996 Strategic Simulations, Inc. All Rights Reserved. 


WHAT TO DO IE YOU HAVE A DEFECTIVE CD OR DISK 


Each of our games undergoes extensive playtesting prior to its release. Through this process we hope to uncover and correct: 
errors in programming. Due to the compiex nature ot our simulations, however, some program errors may go undetected. 
after publication. In addition to errors in the program, there are occasionally problems with the media itself. We experience “ 
industry standard of approximately a 3 to 5% failure rate of duplicated disks. Before assuming that the media is defective rri 
sure to check your disk drive. Up to 95% of the media returned to us as defective will run fine on our computer systems OT- 
the problem is with a disk drive that needs servicing for alignment, speed, or cleaning. 

Should you have defective media, please return the disk or CD only (keep all other parts of the game) to our Customer Supc: 
Department, along with a note describing the problem you have encountered. Replacement media will be provided uoon o* 
receipt of the defective media. 


Should you uncover an error in the program, return both your game disk and any “save game” disks to our Customer Suppoi 
Department. Please enclose a description of what was taking place in the game when the error occurred Upon correction of t' 
program error, we will return an updated disk to you. 


Always make sure to include your name, address, and daytime telephone number with any correspondence 

We will do our best to see that any problems are corrected as soon as possible. 


QUESTIONS OR PROBLEMS? 

Our main business number is (408) 737-6800. If you encounter disk or system related problems you can call our 
Techntcal Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Monday through Friday 
holidays excluded. NO GAME PLAYING HINTS WILL BE GIVEN THROUGH THIS NUMBER. You can write to us for hints at’ 
Hints, Strategic Simulations, Inc., 675 Almanor Avenue, Suite 201, Sunnyvale, CA 94086 (include a self-addressed stamoed 
envelope for reply). ’ ^ 


IBM COMPATIBLE COMPUTER INFORMATION: 

Many of our games will work on IBM compatible computers. If you own an IBM compatible computer we suggest that you 
consult with our Technical Support Staff at (408) 737-6850 between 11 a.m. and 5 p.m., Pacific Time, Monday through 
Friday, (holidays excluded) to see if an SSI game you're considering purchasing is compatible with your computer. If we have 
insufficient data to determine compatibility, you may wish to purchase the game and test for compatibility yourself. If the game 
proves to be incompatible, you may return it within 14 days with your dated receipt and we will refund your money. Or, If you 
return the game within 30 days, you may exchange the game for another. 
















Age of Rifles Hot Keys 


Game Screen 


Save Scenario.s 

Load Scenario.I 

Undo.u 

End Turn .e 

Change Unit Icon.i 

Change Wallop Display.w 

Swap Stack.k 

Show Command Radius.x 

Identify Formation.... - y 

Show Command Details.d 

Show Field of View.v 

Reporting Menu.r 

Open Change Formation ., . t 

Open Change Facing Window..... f 


Change Facing by 1 Counterclockwise .. 


Change Facing by 1 Clockwise . 

Change Orders. o 

Change Command Scope. c 

End Scenario & Return To Main Screen . . q 

Music On/ Off. m 

Sound Effects On/Off . j 

Animation On/Off.b 

Qraphics Rich/Simple.g 

Show Movement Paths On/Off .p 

Show Movement Limits On/Off ...a 


Select Next Unit With Movement Points 
(regardless of command or 


^ number of passes) .<space bar> 

Exit Popup Window .<Esc> 
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